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Tlliards from Spain at firſt deriv'd its Nate” 
Both an ingenious, and a cleanly Game. | 1 

One Gameſter leads,” (the Table green as Graſs) 
And each, like Warriors, ſirive to gain the Paſs. 
But in the Conteſt, e er the Paſs be wor 
Hazzards are many into which they run. 
Thus while we play, on this Terreſtrial Stage, 
Nothing but Hazzard doth attend each, Ape. 

Next here are Haxzards play'd another Way,. 
By Box-and Dice; tis Hazzard is the Play. 
The Bully Rock, with mangy Fift, and Pox, 

uſtles ſome out, and then takes up the Box. 


# © + 
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He throws the ' Main, and cries,” 0 comes as f 


Sev'n. 
Thus, with a dry Fiſt, nicks it with Ele x- n. 
7 out, he raps out Oaths I dare not tell. 
or, piping out, and mw come from Hell. 
Old Nick o 'er-hearing,-by a Palming-trick, 
Secures the Gameſter, s ths the-Nicker's nickt. 
Now 1'Iriſh, or Ba Camitoners We come, 
Who wiſh their Money, with their Men, ſife 
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The Explanation of the * e 
Nr, at in War, ſo in this ſubtile Pla, 
The frraghing Men are rd en up 3075 Way. - 


\ | 4 By em ring then, one reinforceth more; 


may be, to be 25 At thoſe before 
DH n and foul P lay, ou wars , 


o-ſo Cain 


Sport gentile, and call d a Royal Game. 

ow ſee the Gallants, cromd about the Pit, 

{ moſt are ſtock d with Money, more than Wit; 

ſore they would not, with ſo great a Stir, 
en to One, on 4 'Cock's Kasse Spar. 


Who, from their Eyes, ſhoot Cupid's fiery Darts 
Fit make them FE once, their Game aud 


2 "white ſoft Hands, ( wheneer the Cards 


Thew 
3 cue 
2 * ad to o change the Game to Putt. 
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5 1 25 1 ' The * their Thoughts, then a) 
p I 1 Enough, 
-\ Lex. keave off Wh 


: i, f 5 10 Putt, or Ruff. 
ecrets in that Hand, 


| (40 their greas Greef ) 


bo . their 
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1 5 FF you'll 50 your Ruff we Honour oe 
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Compleat Gameſter: 


Or, Full and Eaſy 


INSTRUCTTONS 


For Playing at above 


Twenty ſeveral GAMES 


UPON THE 


CARDS 


WITH 


Varies of diverting FAN CIES and 

TRICKS upon the fame, now firſt - 
As likewiſe at 

All the GAMES on the Tapes. 


Together with * = 


The Royal GAME of Cheſs, 12 Edler. 1 


To which is added, 


_ CHERY, Cocx-FIGHTiING, and BowLING. 


— Ihe Sixrn Err ion, with | ADDITIONS. 
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Flower-de-L ces in Little Britain. 1726. 
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EF | let this enſuing Treatiſe A 
bave ſtepp'd naked into the 
World, without fo much as 

the leaſt Rag of an Epiſtle to defend iet 
a little from the cold Welcome it may 
meet with in its Travels; but know⸗- 
ing that not only Cuſtom expects, bus 
Neceſlity requires it, give me Leave 
to ſhew you: the Motives induring ", 
to this melde Publication. 

Ir is not (Il affure you any pri- 
vate Intereſt of my own, that caus 4 
me to adventure on this Su 
but the Delight and Benefit of every 
individual Perſon; Delight to ſuch; 
who * * away their ſpare MI. 
5 nutes 
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e ufficio, or out of Duty, ſome. I 
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nutes in harmleſs Recreation, if not 


abuſed; and Profit to all, who by in- 
ſpecting all manner of Games may ob- 


CERTAINLY there is no Man ſo ſe- 
vere to deny the Lawfulneſs of Re- 
creation: There was never any Stozck 
found ſo cruel, either to himſelf, 
or Nature, but at ſome Time or 
other he would unbend his Mind; 
and give it Liberty to ſtray into ſome 
more pleaſant Walks, than the miry 


heavy Ways of his own ſour wilful Re- 
ſolutions. You may obſerve, the Hea- 


then Sages of the firſt World found- 
ed with their Laws, their Feaſts; with 
their Labours, their Olympicks; with 
their Warfare, their Triumphs. Nay, 
at this Day, the ſevereſt Dionyſian- 
Pedagogue will give his Scholars their 
Play-Dayt, and Breakings up, with a 
Horum miſerere laborum. Feſſum quies plu- 
rimum juvat. And the moſt covetous 


Maſters will tye their Servants but to 


certain Hours; every Toil exacting as 
ime 
dan for 
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' ſerve the Cheats, and Abuſes, and fo | 
be armed againſt the Injuries that may 
accrue thereby. L | 
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To the REA DER. 
Wor Recreation. I my ſelf have ob⸗ 


in- erved, in the Courſe of many Men, 
b- Wt exceeding ſtrict Lives and Conver- 
ſo Nation, to whom although Severity of 


Profeſſion, Infirmity of Body, Extre- 
ity of Age, or ſuch like, have taken 
away all actual Recreation; yet have 
heir Minds begot unto themſelves 
ſome Habit or Cuſtoms of Delight, 
vhich have in as large a meaſure gi- 
en Contentment, whether they were 
their Own, or borrowed, : as uf they 
had been the ſole Actors of the ſame. 
Furthermore, Recreation is not only 
awtul but neceſſary. xy... 
I. terpene tris interdum gaudia c uri, | 
N poſſis aimi quemvis ſufferre lauren 
So intermix your Care with Joy, you may - 
Lighten your Labour by a little Play, © © 
Now what Recreation this ſhould 
be, I cannot preſcribe, nor is it re- 
quiſite to confine any to one Sort of 
Pleaſure, ſince herein Nature * takes. 
o herſelf an eſpecial Prerogative ; for 
what to one is moſt pleaſant, to ano- 
ther is moſt offenſive; ſome ſeeking 
to ſatisfy the Mind, ſome the Body, 
and others both, in a joint mm © > | 

is 


this End I have laid before you, what 
Variety of Paſtimes I could collect for 
the Preſent, leaving the reſt (as you 
like theſe) to be ſupply d hereafter. 
Miſtake. me not, it is not my Inten- 
tion to make Gameſters by this CoE 
lection, but to inform all, in Part, how: 
to avoid being cheated by them. 
- To conclude, Let me advife you; 
if you play (when your Buſineſs wilt 
permit) let not a covetous Deſire of 
winning another's Money engage you 
to the Loſing your own ; which will 
not only: diſturb your Mind, but by 
the Diſreputation of being a'Gameſter, 
i you loſe not your Bſtate, you will 

_ certainly" loſe your Credit and good 
Name, than which there is nothing 
r 

_. Txvs hoping you will be thus advi- 
ſed, and will withal excuſe my Errors, I 
Hall ever ſtudy how to ſubſcribe. my 
ſell a Well willer to all Men. 
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GAMES on the CARDS. 


ombre, 4 Spaniſh Came, 
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W 0 genuine additional Volumes to this 
Hiſtory of the Grand Rebellion; both 
ritten by the Earl of Clarendon ; with his Lord 
2 17 Li Conduct, Character and Effigies pre- 


Vol. I. Contains the Hiſtory of the Rebellion 
nd Civil Wars in Jeland. Collated and oom- 
dared with two Manuſcripts i in. the preſent Arch- 
iſhop ot Dublin's- Library; and proved to be 
he ſame which Borelaſe made uſe by without Ar- 
owledgment in his Hiſtory of the Execrable Iriſh 
Rebellion. Vide Dr. Natlfſon's | Preface to the 2d 
ol. of bis Cullectians, and page 590. 
Vol II. Conſiſts of ſome other valuable Pieces 
itten likewiſe by the Earl of Clarendon; and may 
erve as an Appendix to his Lordſhip's Hiſtory, as 
lluſtrating ſeveral Paſſages therein. Price 5 5. 
ach Volume; either of Which may be had 
ingle. 
I. England's Black Tribunal; 3 containing the 
whole Tryal of King Charles the Firſt ; together 
ith his Deportment and Speech on the Scaffold, 
rom a corre Copy: To which are added the 
3 and laſt dying Speeches of all thoſe who 
to Death for their Loyalty, vi. 1 
al 6 Strafford,, Mr. Tomkins and Chaloner, M 
Kniveton, Archbiſhop Laud, Dr. Rawleigh, I 
ain Bwrleigh, Sir les Lucas, Sir George Li 
dolonel Pœer, Major Pitcher, the Reverend Mr 
Beaumont, Duke Hamilton, the Earl of Holland, 


BOOKS printed for J. Wit rozp. 


the Lord Capel, Colonel Morrice, Cornet Black. 
beurne, the Marqueſs of Montreſs, Dr. Levens, Col- 
lonel Andrews, Captain Benſon, the Reverend Mr. 
| | Collonel Spbald, Sir Henry 
1; the Earl of Herby, Cap- 
mothy  Fetherſt , Colonel 
Bembow, Colonel Gerard, Mr, Peter Vel, Colo- 
nel Penruddock, Colonel Grove, Sir Henry Slingsby, 
Dr. Hewit, -Colonel on; with many others: 
The fifth Edition, much enlarged. -Price 2 6 64. 
III. MORI XZ Encomium; or . the Praiſe of 
Folly ; made Engliſh from the Latin of Eraſmus, 
by White Kennet of St. Edmonds Hall, 'Oxon, now 
Lord Biſhop of Peterboroygh: Adorned with forty ſix 
Copper Plates, and the Effigies of Eraſmus and Sir 
Thomas Mare; all neatly engraven from the Deſigns 
of the celebrated Hans Holbeine: To which is pre 
fixed a Preface by the Tranſlator 3 and divers 
Copies of Commendatory Verſes. The Fourth 
Edition, in a neat Pocket Volume. Price 3 f. 


6 d. 8 3 | 
IV. The. Eccleſiaſtical Hiſtories of Fuſcbius, 
Sacrates, Sogomen, and Theodoret, faithfully tranſ- 
"lated and abridg'd from the Originals; by Samuel 
Parker Gent. and Yluſtrated with Notes, &'c. In three 
Volumes $vc.. at half a Guinea a Set. 

| V. Original Letters arid Negotiations of his Ex- 
eellency Sir Richard Fanſhaw, the Earl of Sand- 
wich, the Earl of Sunderland, and Sir . Godol- 
pbin z with the ſeveral Letters and Anſwers of 
Chancellor Hyde, the Lord Arie, Mr. Secre- 
tary. Coventyy, Sir Joſeph Williamſon, Sir Philip Ware 
wick, Six George Downing, and other chief Miniſters | 
of State, Wherein divers Matters of Importance 
between the three Crowns, of England, Spain and 
Portugal, from the Year 1663, to 1678, are ſet 
in a clearer Light than is any where elſe extant, 


In two: Volumes in gv. Price 1g 5+ ws 
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= AMING: is an chang witch- 
ery, gotten betwixt /dlene/s and 
Avarice An itching Diſeaſe, 
— that makes ſome ſcratch the 
Head, whilſt others, as if they were bitten 
by a Tarantula, are laughing themſelves to 
death: Or laſtiy, It is a paralytical diſtem- 
per, which ſeizing the Arm, the Man can- 
not chuſe but ſhake his Elbow. It hath 
this ill property above all other Vices, that 
it renders a M an incapable of proſecuting 
any ſerious Action, and makes him always 
unſatisfied with his own Condition; he is 
cither lifted up to ul top of mad Joy =o 
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or plung d to che bottom of De. 
"ha by Misfortune, always in Extream 
always 1 in a Storm; eus Vm ute the Game 
ſter's Countenance is ſo rene and calm, 
chat one would think nothing could diſturi 
b it, and the next Miaute : and? 
tempeTtnous, that it threatens Deſtruftionf 
to "ſelf and others; and as he is tranſport 
ed with Joy when he wins; ſo loſing, hg 
is toſt upon the Billows of a high ſwellind 
Paſſion, till he hath loſt Hghit both of Senſſ 
and Reaſon." Adee 
T have ſeen ſome Dogs bite the Stone 
-which- Boys have thrown at them, not ref 
garding whence they were flung ; 1o I hav 
{een a loſinig Gamefter ; greedily gnawin 
the innocent Box, and ſometimes tearin 
it to pieces as an Acceſſary to his throwin 
our; nor muſt the Dice go utipuniſhed © 
not running his Chance, 192 therefore in rag 
are thrown on the Ground to be kiced 
and fro by every Body; and at laſt look 
Nate no other than che fit Cothpanions a 
ſaucy SkipJath. 

a THEN freſh Dice are called for, 

hirlking they will prove more kind than ti 
former; or as if they believed ſome we 
good-natur d, others bad, and that eve! 
Bale produced a different Diſpoſition. 

theſe run croſs too, the Box-keeper- 
not 8⁰ without a ef Execration, vt. | 

no 


DeBWothing elſe but that he look d ſtrictly to 
ns he Caſt, it may be conceiving that his very 
me yes were capable of making them turn to 
amis Diſadvantage. This reſtleſs Man (the 
ur Miſerable Gameſter) is the proper Subjett 
SF cvery Man's Pitty. Reſtleſs I call him, 
Wecauſe (ſuch is the itch of Play) either 
Winning or loſing he can never reſt ſatis- 
Wed; if he wins, he thinks to win more; if 
Ic lofes he hopes to recover. To this Man's 
ondition the Saying of Hannibal to Mar- 
las may be fitly applied, that nec bonam, 
er malam fortunam ferre poteſt, he could 
Wot be quiet either Conqueror or Conquer- 
Wd. Thus have I heard of ſome who with 
ive Pounds have won Four Hundred 
ounds in one Night, and the next Night 
ave loft it to-a Sum not half ſo much; 
hers who have loſt their Eſtates, and wot 
em again with addition, yet could not be 
net till they loft them ircecoverably. 
AN p therefore fitly was that Queſtion 
ropounded, hether Men in Ships at Sea 
ere to be accounted among the living or the 
"ad, becauſe there were but few Inches be- 
zen them and drowning. The ſame quære 


ſtates be never ſo conſiderable, Whether 
ey are to be eſteemed poor or rich, ſince 
ere are but few Caſts at Dice betwixt a 
1 Man (in that Circumſtance) and a Beg- 
Ar? B 2 2855 N OW 
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ay be made of great Gameſters, tho' their 


a * 
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* NOw fince Speculation will not be con- 
Vincing unleſs we ſhew ſome of the modern 
Practice; we muſt therefore lay our Scene 
-at an Ordinary, and proceed to Action: 
Where note, an Ordinary is à handſome 
Houſe, where every day about the Hour 
of Twelve, a goed Dinner is prepared by 
Way of Ordinary, compoſed of variety of 
- Diſhes in ſeaſon, well dreſs'd, with all other 
Accommodations fit for that purpoſe; where- 
by many Gentlemen, of great Eftates and 
good Repute, make this Place their reſort, 
who after Dinner play a while for Recrea- 
tion, both moderately and commonly, with- 
out deſerving Reproof: But here is the 
Miſchief, the beſt Wheat will have Tares 
growing among it, Rooks and Daws will 
ſometimes. be in the Company of Pigeons ; 
nor can real Gentlemen now-a-days ſo ſe- 
clude themſelves from the ſociety of ſuch 


as are pretendedly fo, but that they oftens- | 


times mix Company, being much of the 
fame Colour and Feather, and by the Eye 
undiſtinguiſhable. At 14999 
I x is reported of the Polypus (a Fiſh) 
that ir will conform itſelf to the Colour of 
what is neareſt, for Security and Advantage: 
And fo do theſe pretended Gentlemen at- 
tire themſelves in what is both genteel and 
fathionable, that under that diſguiſe they 

may with .more facility riggle themſelves 
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Of Gaming in General. 5 
into the Society of ſuch worthy Perſons, 
out of whom they intend to ſqueeze ſome: 
ſums of Moneys by Cards, Dice, or other- 


| Ways. 


THEsE Rooks can do little harm in the 
day-time- at an Ordinary, being ford to 
play upon the Sguare, although now and 
then they make an advantage, when the Box- 
keeper goes with him, and then the Knave 
and - Raſcal will - violate his Truſt for Pro- 
fit, and lend him (when he ſees good) a2 
Txkler ſhall do his Buſineſs ; but if diſco- 
ver'd, the Box-keeper ought to be ſoundly - 
kick*d for his pains: Such Practices, and. 
ſometimes the Box-keeper's connivances; are 
ſo much us'd of late, that there is nothing 
near that fair-play in an Ordinary; as for- 
„ Hoa pods. DIET! + 
Tre Day being ſhut in, you may pro- 
perly compare this Place to thoſe Countries 
which lie far in the North, where it is as 
clear at mid-night as at noon-day: And 
tho it is a Houſe of Sin, yet yon cannot 
call it a Houſe of Darkneſs, for the Candles 
never go out till Morning, unleſs the ſud- 
den fury of a loſing Gameſter make 
extinct. . | 


TEHIs is the time (when-cavenous s 2 ö 


uſually ſeek their Prey) wherein come 
ſhoals of Huffs, Heftors, Setters, Filts, Pad 
Biters, Djvers,Lifters, Filers, Budgies, Drop=t 

| J B 3 Hers * 
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pers, Croſ5-biters, &c. and theſe may all * 
paſs under the general and common appel- . 
lation of Noobs. And in this particular, 
an Ordinary ſerves as a Nurſery for Tyburn; ' 
tor if any one will put himſelf to the trou- Wc 
ble of Obſervation, he ſhall find, that there 

is ſeldom a Year wherein there are not ſome | i 
of this Gang hung as precious Jewels in the 
Far of 7yburn Look back and you will | 
find a great many gone already, God knows | 
how many are to follow. 

THESE Rooks are in continual Motion, 
walking from one Table to another, till 
they can diſcover ſome unexperienc'd young i 3 
Gentleman, Caſhier or Apprentice, that is 
come to this School of Virtue, being unskill'd 
in the Quibbles and Devices there prac- 
tiſed; theſe they call Lambs, or Calls 
'Fhen do the Rooks (more properly called 
MWolves) ſtrive who ſhall faſten on him firſt, 
following him cloſe, and engaging him in 
 Hme advantageous Bets, and at length wor- 
ry him, that is, get all his Money; and 
then the Rooks (Rogues I ſhould have ſaid) 
laugh and grin, ſaying, the Lamb is bitten.” 
| — of theſe Rooks will be very im- 
portunate to borrow Money of you with- 
out any intention to pay you; or to go with | 
you Seven to Twelve, half a Crown or more, | 
whereby without a very great Chance (ten 


2 whrket > A. 4h 0 28222 


to > ons ar more) he is fire to win: If you f 
„ 


el⸗ 
ar, 
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all Pre ſenſible hereof; and refuſe his Propo- 


tion, they will take it fo ill, that if your 
are not an eſpecial care they will 9 2 
our Pocket, nim your Gold or Silver But- 
Fons off your Cloak or Coat; or it may be 


re Ara your filver-hilted Sword out of your 


me 


Beit without diſcovery, eſpecially if you are 


he Weceager upon your Caſt, which is done thus; 
ill che filver Buttons are ſtrung, or run upon 
ws Cat-guts faſtened at the upper and neather 


end; now, by ripping both ends very in: 


on, 8 genionfly (as they call it) give it the gentle> 
till pull, and ſo rub off with the Buttons; and 
ng if your Cloak be looſe, *tis ten to one but 
18 ; they have it. nnn ' 1 

rd Bor that which. will moſt provoke (in 
ac- my Opinion) any, Man's Rage to a juſt Sa- 
5 - WJ tisfattion,. is their throwing many. times at 
ed a good Sum with a dry. 7/7 (as they call it) 
it, that is, if they nic you, tis theirs ;, if they 
in loſe, they owe you 10 much, with many 
or- other quillets : Some I have known ſo abo- 
nd Wl minably impudent, that they would ſnatch: 
d) WY Up the Stakes, and thereupon inftantly draw, 
. 8 faying, if you will have your Money, you muſt 
m- abt for u, for he is à Gentleman and will 
h- vt want; however if you. will. be patient, 
th | be will pay you another time. If you are ſo 
re, tame to take this, go no more to the Or- 
en dinary; for then the whole Gang will be 


ever and anon watching an opportunity to 
B 4 make 


2 


bas 
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make a Mouth of you in the like Nature. 
If you nick them, tis odds if they wait not 
your coming out at Night and beat you: 2 
I could produce you an hundred Examples 
of this kind; but they will rarely adven- 
ture, unleſs they are back d with ſome Bul- 
ly Huff, and Bully-Rocks, and others whoſe 
Fortunes are as deſperate as their own. 
We need no other Teſtimony to confirm the 
Danger of aſſociating with theſe Antbhro- Ini 
pophagi or Man- eaters, than Lincolus- Inn Wt 
Fields, whilſt Speering's Ordinary was kept WG 
in Bell-Tard; and that you 8 not want 
a, pair of Witneſſes for the proof thereof, Wt! 
take in alſo Covent-Garden. 282 
NEREITRHER is the Houſe itſelf to be ex- 
empted, every Night almoſt, ſome one or WP"! 
other, who either heated with Wine, or 
made cholerick with the loſs of-his Money, 
raiſes a Quarrel, Swords are drawn, Box 
and Candlefticks thrown at one-anothers 
Head, Tables overthrown, and all the Houſe 
in ſuch a Garboyl, that it is the perfect 
Type of Hell. Happy is the Man now 
that can make the frame of a Table or Chim- 
ney-corner his Sanctuary; and if any. are 
ſo fortunate to get to the Stair-head, they 
will rather hazard the breaking of their 
own Necks than have. their Souls puſfi d out 
of their Bbdies in the dark by they know 
e 8 


— 
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T once obſerved one of the Deſperadoes 
f the Town (being half drunk) to preſs a 
WGcntleman very much (at Play) to lend 
im a Crown, the Gentleman reius'd- 
him ſeveral . times, yet. ſtill the Borrower 
Epcrſiſted, - and holding his Head ſome- 
rhat too near the Caſter s. Elbow, 
it. chanced to hit his Noſe, the other. 
thinking it to be affront enough. to be de- 
nied the loan of Money without this flight” 
touch on the Noſe, drew, and ſtepping back. 
unawares to the Gentleman) made a full 
Paſs at him, intending to have run him: 
through the Body; but his drunkenneſs 
miſguided his Hand fo that he ran him on- 
ly through the Arm: This put the Houſe 
into ſo great a Confuſion and Fright, that 
ome fled, thinking the Gentleman ſlain. 
This wicked Miſcreant thought not this 
ſufficient, but tripping up his Heels, pinn'd- 
him, as he thought, to the Floor; and af- 
er this, takes the Gentleman's ſilver- hiſted 
Sword, leaving his in the Wound, and with 
a Grand- Jury of Dammees (which may here - 
after find him guilty at the Great Tribunal). 
did all ftand off if they. lov'd their Lives, 
and fo went clear off with Sword and Li- 
berty; but was (notwithſtanding the Gen- 
tleman's recovery) compell'd to make what 
Satisfaction he was capable of making; be- 
ſides a long Impriſonment; and was not: 
B; lng 


to Of Gaming in General. 
long abroad before he was apprehended forſ BY 
Burglary, committed, condemned, and juſtly} 1 2 
executed. N i 
m————Fatebere tandem 
| "Nee fardum, ner Tirefi am quenquam E 
Deorum. 
But to proceed on as to Play: Late ati 
N ight, when the Company grows thin, andl 
your Eyes dim with watching, falſe Dice 
are frequently put upon the Ignorant, off 
they are otherwiſe cheated by Topping, Slur 
Ying, Stabbing, &c. and it you be not care · 
fil and vigilant, the Box-keeper ſhall ſcoref 
you up double or treble Boxes, and tho 
you have loſt your Money, dun you as ſe 


verely for it, as if it were the jaſteſt Debt 
in the World. . 3 


Tun more ſübtle and gerteeler ſort off 
Rooks (as aforeſaid) you Fall not diſtin- 
guiſh by their outward demeanor from Per- 
jons of Condition theſe will fit by a Whole 
Evening, and: obſerve who 5 if the 
winner be b»bbleable; they will Iinfiinrate 
themſelves into his Company, by applaud 
ing his Succeſs, adviſing him to leave offf 
whilft he is well ; am ln laftly, W in- 
viting him to drink a Glaſs of ine, where | 
having well warm'd' themſelves, to make 
him more than half drunk, they N 
him into. Play; to which if he condeſcend, 
he * quickly have no Money left in his 
Pocket, 
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for ocket, unleſs per chance a Crown the rook- - 
Jg Winner lent bim in courteſie to bear 

= Txis-they: wal falſe Dice, as High- 
Fulhams 4, 5, 6. Low- Fullams, 1, 2, 3. 
By Briſtle-Dice, which are fitted for that 
purpoſe, by ſticking a Hog's-briſtle ſo in the - 
corners, or otherwiſe in the Dice, that 
they ſhall run high or low as they pleaſe ; :. 
this Briſtle muſt be. ſtrong and ſhort, by. 
Which means the Briſtle bending, it will 
not lie on that ſide, but will be tript over; 
and this is the neweſt Way of making a 
high or low Fullam: The old Ways are by. 
drilling them and loading them with Quick- - 
ſilver ; but that Cheat may be eaſily diſ- 
covered by their Weight, or holding two 
Corners between your Fore-finger and 
Thumb, if holding them ſo gently between 
your Fingers they turn, you may then con- 
clude them falſe; or you. may try their 
falſhood otherwiſe, by breaking or ſplitting 
them: Others have made them by filing | 
and rounding; but all theſe Ways fall ſhort 
of the Art of thoſe who make them; ſome. 
whereof are ſo admirably. skilfal in making 
a Bale of Dice to run what you would have 
them, that your Gameſters think they nes. - 
ver give enough for their Purchaſe, if they 
prove right. They are ſold in many Places 
about the Town; Price current, (by the 


help 
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help of a Friend) eight Shillings, whereas MT 
an ordinary Bale is ſold for fix Pence; for | bi 
my part, 1 ſhall tell you plainly, I would | 3 
have thoſe Bales of falfe Dice to 'be fold at 
the Price of the Ears of ſuch deſtructiye A 
Knaves that made them. s 
ANOTHER Way the Rook hath to 1 
cheat, is firſt by Palming, that is, he puts 
one Dye into the Box, and keeps the other i 
in the hollow of his little Finger, which | 
noting. what is uppermoſt when he takes him 
up, the fame ſhall be when he throws the 
other Dye, which runs doubtfully any Caſt.' 
Obferve this, that the bottom and top of it 
alt Dice are ſeven; ſo that if it be 4 above; 
it muſt be 3 at the om; f 5 and 2. 


6 and 1. Secondly, By Topping ; and that 
Yor 


is, when they Aue ice and ſeem 
to put hee in the Box, and ſhaking the. 
Box, you would think them both there; 
by reaſon of the rattling occaſioned by the 
ſcrewing of the Box, whereas one of them 
is at the top of the Box between his two 
Fore-fingers, or ſecured by thruſting a Fore- 
finger into the Box. 'Phirdly, By Slurring, 
that is, by taking up your Dice, as you 
will have them advantageouſly. lie in [your 
Hand, placing the one a-top the other, wank 
caring it the; uppermoſt” rum a Mill- 
(as they uſe to fay) if the undermoſt- old 
without 9 3. and ee a Re 
able 
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Table is altogether requiſite for this pur- 
4 doſe; on a rugged rough Board it is a hard 
d 3 atter to be done; whereas on a. ſmooth 
at WT able (the beſt are rubb'd over with Bees- 
Ve Nax to fill ann Chinks and Creviſes) it 

1 s uſual for to ſlur a Dye two Yards 
to pr more without turning. Fourthly, By 
ts K uapping, that is, when you ſtrike a Dye 
er dead that it ſhall not ſtir, this is beſt done 
ch within the Tables; where note, there is 
m no ſecuring but of one Dye, although there 
he are ſome who boaſt of ſecuring beth :. L 
[t. ¶ have ſeen ſome ſo dexterous at Knappine, 

that they have done it through the handle 
of a quart Pot, or over a Candle and Candle- 
ſtick : But that which I moſt admired, was 
throwing. through the ſame. leſs than Ames 
Ace with. two Dice upon a, Groat held in 
the left Hand on the one fide of the Han- 
dle a Foot diſtance, and the Dice thrown 
with the right Hand on the other. 
LASTLY, By Stabbing, that 1 iS, having 


— 


a ſmooth Box, and ſmall in the bottom, you 
drop in both your Dice in ſuch manner as 
you would have them ſticking therein by 
reaſon of its narrowneſs, the Dice lying one 
upon another; ſo that turning up the Box, 
che Dice never tumble; if a ſmooth Box, 
true, but little; by which means you 
haye bottom according to the tops you put 
in; for Example, If you put in your Dice 


or | 
8 


: 
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id that two fives or two fours lie a- top, 1 


you have in the bottom turn d up two 7200's, il 


or two treys; fo if Six and an Ace a: te J 
a"5i% and arr Ace af een ger” 
455 if the Gentleman be paſt that 


Claſſis of Ignoramuſſes, then they effect theit 1 


purpoſe by Croſs- biting, or ſome other dex-· BY 
terity, of which they have all variety ima- 

ginable. A Friend of mine wondering at 3 
the many Slights a noted Gamefter had to 2 
deceive, and how neatly and andrer y 1 
he managed his Tricks, wondering withal 
he could not do the like himſelf, fince he 
had the fame Theory of them all, and knew 


how they were done; O young Man, re- 


plied the Gameſter, there is Aa to = 
attair'd without Pains 3 wherefore had you 
been as laborious as myſelf in the Practi 
hereof, and had ſweated at it as many Cold 
Winter Mornings in your Shirt as I have 
done in mine, undoubtedly you would have 
arrived at the fame Perfection. 

HERE you mult ohferve, that if theſe | 
Rooks think they have met with a ſure Bub- 
ble, they will purpoſely loſe ſome ſmall Sum | 


at firft, that they may engage him the 


0 
1 
1 
. 
( 
1 
1 


more freely to bleed (as they call it) which 


may be at the ſecond, if not, beware of the 
third meeting; which under the notion of 
being very merry with" Wine and good 
Cheer, they will make him pay for the _— | 
ON- 
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op, Cons1DER the further inconveniences: 
0's, of Gaming as they are rank d under theſe. 
op, WF Heads. AAAS Ab 

Frs r, If the Honſe find you free to 
it Box and à conſtant Caſter, you ſhall be 


cit treated with Suppers at Night, and a Caw- 
ex- 4 dle in the Morning, and having the Ho- 
na- nour to be ſtiled a Lover of the Houſe, 
at whilſt your Money laſts, which certainly. 
to cannot be long; for here you ſhall be quick- 
ly ly deftroy'd under pretence of Kindneſs, as 
ual Men were by the Lamiæ of old; which- 
he you may eaſily gather, if from no other 
ew Conſideration than this; that I have ſeen 
e- three Perſons fit down-at twelve-penny In. 
be and In, and each draw forty Shillings a- 
ou iece in leſs than three Hours, the Box 
ce th had three Pounds, and all the three 
1d Gameſters have been loſers. . | 
Ve SECONDLY, Confider how many Per- 
ve ſons have been ruined by Play; I could 
nominate a great many, ſome who have had 
ſe great Eſtates have loſt them; others ha- 
b-ving good Employments, have been forced 
m to deſert them and hide themſelves from 
he WW their Creditors in ſome foreign Plantation, 
:h by reaſon. of thoſe great Debts they had. 
he cContracted through Play, © © 
of _ TrrzDty, This courſe of Life ſhall 
d make you liable to ſo many Affronts, and 
, IH manifold Vexations, as in time may breed 
HR TT -  - _ 


Diftraftion. Thus a young Fellow, not many 
years ſince, had by ſtrange For run up 4 r 
a very ſmall Sum to a thouſand Pounds, 
and. thereupon put himſelf into a Garb ac- 
cordingly, but not knowing when he was 
well, fell to play again, Fortune turn wy F 
he loſt all, ran mad, and fo died. 4 
FOUR THLY,. Is it not extreme Folly Vn 
for a. Man that hath a competent Eſtate, - 
to play whether he or another Man ſhall 
enjoy it, and if his Eſtate be ſmall, then 
to hazard even the loſs of that and reduce 
himſelf to abſolute beggary; I think it mas 
neſs in the higheſt Degree. Beſides, . 
hath been generally obſerved, that che lol N 
/ of one hundred Pounds ſhall do you 1455 
prejudice in diſquieting your Mind, than 
the gain. of two hundred Pounds ſhould do 
you good, were you ſure to keep it. 5 
Fl TRHLx, Conſider not only your loſs 
ol Time which is invaluable, Valla major eſt 
TE Sos 2 ag temporis amiſſio, but the da- 
2 the very Watching brings to 
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1 (and Light, | 
rück, Wine, Women, Smoak, Beans, Fire,, 
„ ; hurt the 1 170 but Watching more the 
Co Mii _ Gight, 
53 3 The e ilt Conſequences 
WF Gaming may be ſeen in the following, 
| Wl derable Inftances well vouched ; tho 
prevent diſguſt, or drawing a blemiſh 
1 Pon any Family, I ſhall wave the men- 
Jon of the Owners Names, and the Towns 
e here the Eſtates lie: However, the 
ounty may. be inoffenfively ſet Own, with. 
dme Marks of Time 
To begin: A Gentleman in the county 
Eſſex, play d TH. an Eſtate above the 
alue of 2000 I. per Amum. 
AN Eſtate of 3000 1. per aun in York 
Pire, loſt the ſame Way. 

A conſiderable Eſtate in Hunting 
bire loſt. 

TWELVE hundred Pounds a Year in 
Berkſbire play d for at Bowls in an Aſter- 
oon: And when the Moiety was loft, the 
ther half, ventur d on a fingle Game, was 

Piven 1 for gone, and moſt ſurprizingly 
ecover by a Bowl thrown _ * 
pair. 

N. B. The Reing J Mn 74 in 
the Reign of K fore emgoin If II. af hich 
time the Lale being very ſenſible. F the 

SY deftruftive- 
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deſtructive Conſequence of this Prattice, made | 


[ome Proviſion againſt it by an Act 16 Cu / 
IL cap. C. 4 


M Eſtate in. Kent, of no ſinall bulk, 100 9 
at Play ſince the Year 1700. 7 7 

SE 3 ounds loft, and a} . 
great te dipt in Suffolk. 4 

A Perſon of Quality, living not long q 
fince, (the late-E. of O Ylamentably exhau-ſ 
ſted by this Diverſion. - 

I ſhall now conclude with a penitentiall 
Sonnet; written by a Lord (a great Game- þ 
ſter, a little — His Deatlf) which was H 
in. the Lear 15 80. 


- By lot in Play; Men oft forget 
the Duty they do owe © © 


D him — did beſtom the Taos.” 
and thouſands Millions moe. 
I loath to hear them ſwear and are 
when they the Main have loft, _. 
< Forgetting all the Byes that were © | 
with God and Holy Gbhoſ ' 
By. Wounds and N EX they think to wn 
bu truly tis not fo, © 
For all their frets aud fumes in Sin, 
bey Moneyleſs muſt go 
There is no Wight that # us di it More 
r than be who wrote this Verſes... 
5 N cries Peceavi now therefore, 
bis Oaths his Heart- do pierce. © 


Cbbaracter of a Cameſſer- 19 

Therefore Example take by me 1 814 
that curſe the luckleſs time, 

That ever Dice mine Eyes did ſee, 

 evhich bred in me this Crime. 

Lord, pardon: me fur what is paſt, 

I will aſfend no more, | 

In this moſt vile and ſinſul Caſt, 
which J will ſtill abbor. 


> 344-4 440 44,4 45 4-4 
The Character of a GUEST ER. 


oM fay, he was born with Cards in 
D his Hands, others, that he will die ſo; 
ot certainly it is all his Life, and whether 
Nie ſleeps or wakes, he thinks of nothing 
_ . elſe. He ſpeaks the Language of the Game 
ie plays at, better than. the Language of 
his Country; and can leſs endure a So- 
leciſm in that than this: He knows no judge 
but the Groom-porter, no Law: but that of 
the Game, at which he is ſo expert, all ap- 
Wpecal to him as ſubordinate Judges to the 
ſupream ones. He loves Winter more than 
Summer, becauſe it affords more Gameſters; 
nnd Chriſimas more than any other time, 
| becauſe there is more Gaming then. He. 
gives more willingly to the Butler than 
bo the Poors Box, and is never more re- 
ligious than when he prays he may mode 


* 
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10 Caracter of a Game ſſer: 
He imagines he is at Play, when he is at 
Church; he takes his Prayer-book for a 
pack of Cards, and thinks he is ſhuffling 
when he turns over the Leaves. This Man 
will play bke. Nero, when the cy is on 
Fire; or like Archimedes, when it is Sacking, 
rather than interrupt his Game. If Play 
hath reduced him to Poverty, then he is 
like one a drowning, who faſtens upon any 
thing next at hand. Amongſt other of his 
Shipwracks he 2 happily loſt Shame, and 
| £206 woot fopgli him. No Man puts his 
Brain to more uſe than he, for his Life is a 
daily Invention, and each Meal a new Stra- 
dee, and liks a Fly, will boldly ſup at 
every Man's Cup. He will offer you a 
—E Quar af Sack a Ch to ſee you, 
IL in requital of this Courteſy, 
no leſs than pay for- i e 
are like Halle, each 
two, as he can well ene nch = f 
him not with hope to be repay'd, but that 
he will come no more. Men ſhun him at 
length as they do an Infection: and thus 
being diſregarded and deſpis d by every 
Wake ve at F __ Þ: del * Exit. 
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ER HERE are 3 Fug 8 
I cchis Game, called Ombre, but 
\ WY chat which is the chief's.called 
WY © Renegado, at Which three 


can o play, to whom are dealt 


t nine 
a-piece, io that by diſcarding the Eights, 
Nines and Pens, 
the Stock. (There is no 
Trump but what the Pla 
The firſt Hand hath always t 
play or\ paſs, after him the Keond, Ge. 


we 


Wh: 0s | Turxz 


there will remain _ 43 


22 Ombre, a Spaniſh Game. 


THERE are two Sorts of Counters fo 4 
Stakes, the greater and the leſſer, which 
laſt have the ſame Proportion to the. 1 
ther as a Penny to a Shilling; of the great 
Counters each Man ftakes one for the 
Game, and one of the leſſer for paſſing 
and Br the Hand when eldeſt, and for e- 3 | 
very Card taken in one Counter. 7 

'THERE are two Suits, black and red; 
of the black there is firſt; the Spadillo, or 
Ace of Spades; the Mallillio or black ä 
Duce, = Baſto, or Ace of Clubs; the 
King, tiny e the Knave, the Seven, 
the ix, the Five, Four and Three. Off 
the red Suit there is the Spadillo,. Punto, 5 
Mallillio, Sc. 5 

THE 'Spadillo, or Ace of Spades, is al- 

ways the firſt Card and a0 Trump, * 
and the Baſto, or Ace of Clubs is al- 
ways third. Of the black there is ele- 
ven Trumps, of the red twelve. The 
red Ace enters into the fourth when 
it is Trump, and it is called Punto 200] 
otherwiſe only called an Ace. © + 

THe leaft ſmall Cards of the red are 7 
always beft, and the moſt of the black; 
except the Duce and red Seven, which 1 
are called the Millillios and alwdys ſecond Wl 
when Trump. The AMatadors Lor; Kil- 
ling Cards) which are the Spaadilla, Mal. 
Ali and Baſto, are the chief Cards; and 


] 
Ja 
| 
| 


* 9 * 
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when 
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ken m__ are all in a Hand, the others 
Say for them three of the greater Coun- 
0% ers a- piece; and with theſe three for 
ol 3 you may count as many. Mu- 
che rs, as you have Cards in an inter- 
ig urted Series of Trumps for all which 
© Fc others are to pay you one Counter a- 


| 1 — iece. 


HRE who hath the firſt Hand hath his 
hoice (as a of playing the 
Pame, o ee the I rump, and of tak- 
in as and as few Cards as he 
12 the fecond, c. having 
en wy — — any one will play wich- 
Put taking in, you oblige your {elf to tale 
Wn though your Game be never ſo good, 
| l you do well to conſider it be- 
e CO 
2 you nam ber the Tram ms 
look. on the. rds which you have taken 


othe er may prevent you and name 
| Bs rump chey pleak pleaſe; 15 vou know 
not * ner de 80 ie e 
arſt,. the is to be preferred be- 
Ih the red, becauſe therè are fewer 
Trumps ot it. Secondly, you were beſt 
ww chuſe that Suit of whach you have 
t the King, becauf e, beides your three 
mes you have à King which is as 
5 as a fourth. When you have the 
hoice of going in three Matadors, or the 
two 
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A 
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0 black Aces, with three or four other 
Truinps, if the Stakes be great you are ¶ ta 
to chuſe this laſt, as moſt like to win moſt 
Tricks; 3 if it de but a ſimple Stake, you 
are to chuſe the firſt,” becauſe the fi 
Counters you are to receive for the thres 
Matadors more than countervail the four 
or five you loſe for the Game. 
He that hath the firſt Hand is neyer 
bo take in, nor play, unlefs he have three 
=, -fare Tricks in his Hand at leaſt; to un- 
derſtand which the better, know the End 
of the Game is to win moſt Tricks, whence m 
he that can win five Tricks of the nine 
hath a ſure Game; or if he win four, and 
Lean ſo divide the Tricks as one may win ee 
two, the other three, if not it is either 
Codillio, or Repueſto; ſo the Player looſeth 
2 maketh good the Stakes. 
IX is called Codillio when. the Player 1 is 
bea ted, and another wins more Tricks than 
he when this takes the Stakes, and 
'the'othier makes it OE 
HERE note, although the other to 
always combine to make him loſe, yet 
they all do their beſt (for the common 
good) to hinder any one from wirming, 
only Rriving to make it Repueſto, which is 
when the Player wins no more Tricks 
than another, in which Caſe the Player 
* doubles the Stake without any ones win- 


ning 
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ing it, and remains ſo for the Advan 
tage of the next. Player. La: +: 
HERE note that Kings of any Suit are 
accounted as good Trumps, mean while 
ball other Cards but Kings and 'Trumps 
are to be diſcarded. B30; CIT. 
TRE Player having taken in, the next 
is to conſider the Goodneſs of the Game, 
and to take in more or leſs for the beſt 
Advantage of his Game; neither is any, 
for. the ſaving a Counter or two, to neg- 
le& the taking in, that the other may com- 
modiouſly make up his Game with what 
ards he hath let, and that no good 
Cards may lie dormant in the Stock, ex- 
cept the Player playeth without taking 
in, when they may refuſe to take in, if 
hey imagine he hath all the Game. 
WHEN one hath a ſure Game in his 
Hand, he is to play without taking in, 
then the others are to give him each one 
df the great Counters, as he is to give 
hem, if he play without taking in a 
Game that is not ſure, and loſeth it; if 
you win all the tricks in your Hand, or 
he Holl, they likewiſe are to give you 
dne Counter a- piece; but then you are 
o declare before the fifth Trick, that you 
intend to play for the Voll, that ſo 
ep their beſt Cards, which elſe, ſeeing 
. 
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vou win five Tricks (or the Game) the 
may careleſly caſt away. 
F you renounce, you are to double th 
Stake, as alſo if you have more or fewe 
Cards than nine, to which End you mul 
carefully count your Cards in dealing, an 
taking in, before you look on them: Be 
ſides, according to the Rigour of th 
Gume, if you ſpeak any Thing tending 
to the Diſcovery thereof, either in you 
-own Hand, or another (excepting Gagm 
or play ſo, to hinder the making of RepuyiWrc 
| fo, or Codlillio, you are not fit to play. 

' OBSERVE, that in playing Trumps, 
any plays an ordinary one, and you ha ſu 
only the three beſt Cards, or Mataua vo 
Aingly or jointly in your Hands, you m 
refuſe to play them without renouncin 
becauſe of the Priviledge which the fon 
Cards have, that none but commandin 
Cards can force them out of your Hand Do 
Nov are to ſay nothing when you pf 
your Card, but 7 paſs, or play, or gag ea 
or gagno del Re, when you play yo 
Queen to hinder them from taking it wil 


the King. | &, 
Now fince-it is impoſſible to -provia 
againſt all Accidents in the Game, on 
take notice of theſe general Rules. 
FirsST never win more than one Tric pla 


H you cannot win more than two, becau 
| | - 
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pf the Advantage you give the Player by 

t, in dividing the Tricks. 
SECONDLY, you are to win the Trick 
always from the Player if you can, un- 
eſs you let it paſs for meer Advantage, 
where the ſecond is to let paſs to the 
hird if he have the likelier Game to beaſt 
he Player, or if he be hkeher to win it. 
There may be divers Advantages in re- 
uſing to take the Player's Trick; but 
e chief is, if you have the Temaces in 
pu our Hand, that is, two Cards, and if you 
have the Leading, you are ſure to loſe one 
of them; if the Player lead to you, you are 
ſure to win them both. For Example, if 
you have Spadillo and Baſto in your 
Hand, and he have the Mallillio and another 
rump, if you lead you loſe one of them; 
for either you play your Spadillo, and he 
plays the lefſer Irump upon it, and wins 
your Baſto the next Trick with his Mal- 
lillio, and ſo the contrary ; whereas if he 
leads he looſeth; for if he leads his Mal- 
ho you win it with your Spadillo, and 
— your Baſto win the other Trump, 
c. 
Ir you are not ſure to win five Tricks, 
aving only three Matadors, and Kings your 
auxiliary Cards; if you have the Leading, 
play firſt a Matador or two before you 
play your Kings to fetch out his Trumps, 
C 2 which 


| 
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«which might have trumped them, and if 
20 have three Matadors, with two other 
Trumps, your belt way is to play your 
Matadors firſt to ſee where the Trumps 
lie; if both follow, you are ſure if the 
Trump be red, there remains only one 
Trump in their Hands, if black, none at 
Alle: iis 1 

- :LASTLY, if the Players have but a 
weak: Game, they are to imitate cunning 
Beaſt-players in dividing the Tricks, and 
conſulting to play their Cards. To con- 
clude, lay your Tricks angle-wiſe, that 
you may with more Eaſe compute them. 
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I. PRIME RO, a Spaniſh Game. 


HIS Game was anciently, amongſt 

1 the graver Sort of Spaniards, held in 
very great Eſteem; but it continued not 
Jong ſo; fer ſince the late ingenious In- 
vention of the Spani/h Game, call'd On- 
Bre, the Reputation it had is quite dimi- 
niſhed, and the other in extraordinary Re- 
queſt, as having a very divertive Addi- 
tion, which the ancient Primero was de- 
Kective in. : | 


THE 


(39) 
III. BASSET, a French Game. 
; 


HIS Game, amongſt al} thoſe on the 
| Cards, is accounted to be the mo 
Courtly, being properly, by the Underſtan 
ders of it, thought only fit for Kings and 
Queens, great Princes, Noble-men, Sc. to 
play at, by reaſon of ſuch great Loſſes, 0 
Advantages, as may poſſibly be on one {ids 
or other, during, the time of Play. 

IT is in its nature not much unlike out 
late Royal-Oak-Lottery ;, and as that, by thy 
L ottery-man's having five Figures in tw: 
and thirty for himſelf, muſt certainly be 
conſiderable Profit to him in length ol 
Time, ſo here the Dealer that keeps thr 
Bank, having the firſt and laſt Card at his 
own Diſpoſe, and other conſiderable Privi 
ges in the dealing the Cards, has (without 
doubt) a greater Proſpect of gaining that 
thoſe that Play: This was a Truth ſo ac 
knowledged in France, that the King made! 
publick Edict, that the Privilege of a Tallier 
or one that keeps the Bank at Baſ/e?, ſhould 
only be allow'd to Principal Cadets, or Son 
of great Families, ſuppoſing that whoeve 
was ſo befriended as t& be admitted to keep 
the Bank, muſt naturally in a very ſhort 


time become Poſſeſſor of & conſiderable E 
ſtate, | 
BuT 
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Burr all others, for fear of ruining private 
rſons and F amilies, are confin d Politically 
a Twelve-penny Bank, tho' here they 
ee che Liberty of ſtaking what they pleaſe. 


The Terms of the Game are theſe. 
Ti ailliere, [The Pay, | 
Croupiere, : | Alprew, 6 
Punter, | Sept-et=le-va,. 

'The Fase, Co Duinze-et-le-va, 
The: Couc h, : | Trent-et-le-va, 

The Paroli, ſl Soifſant-et-le-va, &c. 
The. Maſſe, * | 


_The Expl anation. of the Terms. of 


H E Taillere is he that keeps the 
& Bank, who lays: down a Sum off 

VIONCX 1 
wer every winning Card that you 

u Ha eule of Dealing 35 1 

2 The Crou 


Pere is one that is aſſiſtant 
0 the Talliere, and ſtands by to ſuperviſe 
; laſing: Cards; that when there are a 
— 2 Company at Play, he may 
ot loſe by overſeeing any thing that mighe 
rn to his Profit. 


3. The. Punter is a Term for every one 
of the Gameſters that Play. 

4. "Phe: — i cho ſt Card that is 
tumnit up b Talliere, belonging to the 
n Pack, by: which he gains half” tho 
C 4 Value- 
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Value of the Money that is laid down |; 
on every Card of that Sort by the Punters. 

5. The Couch is a Term for the f 7 h 
Money that every Punter puts upon each ro 
Card, every one that plays having a Boo 
of Thirteen ſeveral Cards before him, up- 
on which he may lay his Money more ori. 


leſs according to his Fancy. Die 


6. The Paroli is a Term explair'd thus ro 
that having won the Couch or firft Stake, 
and having a mind to go on to get a Sept- 
et-le- va, you crook the Corner of your 
Card, letting your Money lie without be. 
ing paid the value of it by the Talliere. 

7. The Maſe is when you have won the 
Couch or firft Stake, and will venture more 
Money upon the ſame Card, which is onl 
purſuant; to the Diſcretion; of the Punter, 
who knows or ought to know the great 
Advantages the Talliere has, and therefore 
ſhould be ſubtle enough to make the beſt 
of his own Game. 

8. The Pay is when the Punter has we 
the Couch or firſt Stake, whether a Shilling, 
Half-crown, Crown, Guinea, or whatever 
he lays down upon his Card, and being 
fearful to make the Paroli, leaves off; for 
by going the Pay, if the Card turns up 
wrong he loſes nothing, having won the 
Couch before; but if by this Adventure 
Fortune favours him, he wins double the 
Money that he ſtakes. 9. The 
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9. The Alpiew is much the fame thing | 
the Paroli, and like that Term us'd, . 
E hen a Couch is won by turning up, or 
Wrooking the corner of the winning Card. 

10. Sept-et-le-va is the firſt ans, Chance 
; t ſhews the Advantages of this Game, 
for Example: If the Punter has won 
We Couch, and then makes a Paroli by 
rooking the corner of his Card, as is faid . 
efore, and going on to a ſecond Chance, . 
is winning Card turns up again, it comes 
d Sept-et-le-va, which is ſeven times as 
wch as he laid down upon his Card. 
11. Duinze-et-le-va, as next in its Turn, 
attending the Punter's Humour, who per- 
aps is reſoly'd to follow his Fancy, and 
ill lay his Money upon the ſame Card, 
hich is done by crooking the third corner 
his Card; which coming up by the deal- 
g of the Thilliere, makes him win fifteen: : 
218 as much Money as he ſtak d. 
Trent-et-le-va ſucceeds Quinze-et-le- 
2, „nd is mark d by the luc e, by 
ooking or bending the : of the 
th corner of his winning Card; which 
ming up, makes him Purchaſer of three 
dd thirty times as much Money: as he laid 
own. 
13. Soiſſant-et-le-va is the- higheſt and 
eateſt Chance that can happen in the 
ame, for it Pays Sixty- ſeven times as much! 
C.5 Money 7 
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Money as is ſtak'd, and is ſeldom won D 
but <4 ſome lucky Punter, who reſolve; 
2 the Extream of his good For 3 
tune to the Height: It cannot be won but 
by the Talliere's dealing the Cards over 
again, which if his winning Card turm 
up, pays him with ſach a prodigious Ad 
vantage. 

Ap as I ſometimes have ſeen at 
Royal-Oak Lottery (before mention d) 
Figure come up x oh by ſome Guineas laid 
on it in full, by the winning eight and 
twenty Times as much has broke the 
Keeper of it, ſo by the Courage and ex 
traordinary Lack of ſome puſhing Punt: 
at this Game, ſome great Stake with Sai 
ant ei-le-va may turn up, and by cha. 
* 2 break the Bank. ** 

UT this very rarely 83 the 
Talliere, like 2 „ being 
great deal more likely to break the Game 
ſters than they him. The Senſe 8 
great po rattle which the Dealer ha 
(ſevreral Families having been ruin'd bf 
playing at it) has caus'd this 4 to bil; 
modell'd to a twelve-penny Bank in Frank 


The Order of the Game is thus. 


THE fix down round a Table, as m. 
y as pleaſe, the Talliere in the midſt di 


chem with the Bank of Money het 


IS i5-*.- 6 
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oO im, and the Punters each having a Book 
Ve! þ f thirteen Cards, laying down one or two, 
or. nree or more as they pleaſe with Money 
WV pon them, as Stakes, then he takes the 
VIP:ick altogether in his Hand and turns 
ohm up, the bottom Card appearing is 
ad the Faſe, and pays him half the 
alue of Money laid down by the Punters 
pon any Card of that Sort, as has been 
aid before. 48 

The Manner of the Play is thus. 
AFTER the Faſſe is turn'd up, and the 
Talliere and Croupiere have look'd round 
the Cards on the Table, and taken half 
the Advantage of the Money. laid on them, 
he proceeds in his Deal, and the next 
ard appearing, whether King, Queen, 
Ace, or whatever it be, wins for the Pun- 
ter, who may receive, if he has laid Mo- 
ey on ſuch a Sort of Card, the Value, 

or making Paroli go on to a Sept-et-le- 
a, as has been ſaid; the Card after that 
ins for the Talliere, who takes Money 
from each Punters Card of that Sort and 
brings it to his Bank. 
1 IHE Talliere's Manner of Expreſſion in 
3 * playing the Game is thus: If the win- 
ning Card be a King, and the next appear- 
Ing aiter it be a Ten, then he fays (ſhew- 
ing the Cards that appear to all the Pun- 
ters 


the winning Sort, and taking the Money 
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ters round) King wins, Ten loſes, pay ee 
ing the Money to ſuch Cards as are off 


to ſupply his Bank from thoſe that loſe / 
that done, he goes on with the Deal, an 
Ace wins, Five loſes, Knave wins, Seven 
loſes, and ſo every other Card alternate-W 
Iy winning and loſing till all the Pack be 
dealt but the laſt Card. 
Tk laſt Card turn'd up (as I hint. 
ed before) is an Advantage to the Talc 
liere, becauſe by the Rule of the Game, 
which was contriv'd for his Benefit, tho 
it be turned up, and the Punter may hap- 
pen to have ſtak'd upon one of the ſame 
Sort, yet it is allowed as one of his Dues 
in Relation to his Office, and he pays no- 
IHE Punter, tis certain, who is luckily 
adventurous, and can puſh on his Couch 
with a conſiderable Stake to Sepr-er-le-va, 
uinze-et-le-va, Trent-et-le-va, &c. if he 
have the Fortune to arrive at that Pitch, 
muſt in a wonderful manner multiply his 
Couch, or firſt Stake, but that is ſo ſel- 
dom done, conſidering the Frequency of 
the Panter's . Loſſes in Compariſon to the 
Bank's Advantage, that the dimmeſt Eye 
may eaſily ſee without a pair of Specta- 
cles, how much and conſiderably the OT 
* zen 


a, © en 


a 


ohe Talliere. 


fe; ; j puſhing 
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ign of this Court Game is in Favour of 


THE Comigy fron is uſed by our Eng- 


venturers at this Game 


as, WWnakes it of quite another Kind than it is 


pon a Car 


ept-et-le-va, 


a, &c. (whi 
muſt needs redound extreamly to the Pun-- 
rer's Profit, who by the Advantage of the 
Multiplication muſt undoubtedly raiſe his 
Couch, or Stake (if he be fo couragious 
o make it valuable) to a very extraor- 
dinary Sum: And if he be ſo befriended 
dy Fortune to bring it to Soiſſant-et-le-va, 
he is very likely to break the 

gaining a Sum ſo, bulky, that, tis probable, 
at preſent the Taſſiere is not able to pay. 


Wn France; for they (as has been faid) 
re compelled by the ſovereign Authority 
o ſtint the prodigal Humours in Punting, 
ind are only to play at a twelve Penny 
Zank, where the Loſſes or Gains cannot 
be ruinous, nor ſo extravagant as to make 
2 Deſolation in a Family: But here in 
ngland the Punters being oblig'd by no 
uch Confinement, have the Liberty to 
ike one, two, three Guineas, or more, 


d, as I frequently have ſeen 
ome of the Nobility do at Court, which, 
he Couch being alpiew'd, or paroli d, to 


uinze-et-le-va, Trent-et- le- 
does ſometimes happen) 


Bu 
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portunity, becauſe by the Rule of the 
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Bor this (like Snow in Summer) is iff 
Rarity that happens very ſeldom, tho? it 
ſometimes has been, and therefore is in- 
deed only a Decoy for the Punter to urge 
him to venture his Stake boldly : The 
Tathere's certain Advantage for all this 
fpecious Demonſtration of the Punter'slf 
Probability of winning, being plainly ob- 
vious and nnan{werable, as ſhall further 
appea 


Q 


# 


- SuypOsE Ten, or any other Card wins 
for the Punter, if another Ten comes uy 
juſt after in the winning Card's Place, it 
does not win for him, but for the Bank, 
but if it comes up three or. four Cards af 
ter that, it wins for the Punter- If Ace 
or any other Card wins at firſt, and af- 
terwards come up again in the next win- 
ning Card's Place, it does not go, but by a 
Term they have for that Part of the 
Game is ſaid to retire, till the next Op- 


Game it muft go for the Bank before the 
Punter. | 

Bui then in Return of this, and ſub- 
tilly to gain the Eſteem of all the young 
Adventurers who are apt to ſet their 
Money briskly, if the Card happens to 
come in the next loſing Place, it does 
not loſe, becauſe it has not gone for the 
Punter, but alſo retires without Paying 
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he Bank, having won a Couch, which the 
alliere faves, and ſhould have paid. 

To conclude, this Game, as the afore- 
id Royal-Oak-Lottery was formerly, is 
f ſo tempting and decoying a Nature, 
reaſon. of ſeveral fpecious Multiplica- 


4 
y 
„ 3 
"4 


„ions and Advantages, which. ſeemingly it 
\þ Woffers to the unwary Punter, that a great 
her ay like it ſo well, that they will in 


ſome Coffee-Houſes, and other publick 
Places, play at ſmall Game rather than 
give out; and rather than not play at all, 
will punt at a Groat, thr „ nay a 
two- penny Bank, ſo. much the Hopes of 
winning the ©uinze et-le-va, and Trent-et- 
le- va intoxicates them; but the judicious, 
whoſe Love of Gaming does not exceed his 
governable Underſtanding, will not engage 
at it, or if he does, will play ſo warily as 
not to be drawn by the ſeeming profita- 
ble Gloſſes, ſince tis moſt certain that it 
cannot be upon the Square, and that the 
N Feen twenty Pound in one 

ight's Play, gives you Opportunity 
in another to loſe "= Handvel — 
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Picket, you muſt throw out of the 
Pack the Deuces, Trays, Four, and Fives, 
* and play with the reſt of the Cards, 
which are in Number thirty and fix. 

TRE uſual Ser is an hundred, not but 
that you may make it more or leſs ; the 
laſt Card deals, and the + worſt is the 
Dealer's. | 
TE Cards are all valued according to 
the Number of Spots they bear, the Ace 
_ excepted, which wins all other Cards, 
and goes for Eleven. 5 

Tur Dealer ſhuffles, and the other 
cuts, delivering what Number he pleaſeth 
at a Time, ſo that he exceed not four, 


nor deal under two, leaving twelve on 


the Table between them. 
HE that is the elder, having look d o- 
ver his Cards, and finding never. a Court- 


— — — — 


— — ——— —— 


* Theſe. were the Rules of the Game. when it : 
was play'd with the Sixes, but however the Rules 
hold for the Game as it is play'd at preſent with- 


out the Sixes, only when it is 8 without Sixes 
the elder Hand is to take in 
Cards in the Stock. 


Card 


B. FORE you begin the Game at 


ve of the eight * 


The Game at Picket. 47 
ard amomg them, ſays, I have a Blank, 
and I intend to diſcard ſuch a Number of 
ards, and that you may*ſee mine, dif- 
ard you as many as you intend; this 
done, the eldeſt ſhews his Cards and 
reckons ten for the Blank, then taking « 4 

his Cards again, he diſcards thoſe whic 
ie judgeth moſt fit: Here note, he is al- 
rays bound to that Number, which he 
firſt propounded. This being done, he 
takes in as- many from the Stock as he 
laid out; and if it ſhould chance to fall 
out that the other hath a Blank too, the 
younger's Blank ſhall bar the former, and 
hinder his Picy and Repicy, tlio the eldeſt 
Hand's Blank conſiſts of the biggeſt Cards. 
IT is no ſmall Advantage to the eldeſt. 
to have the Benefit of diſcarding, becauſe 
he may take in eight of the twelve in the 
Stock, diſcarding as many of his own for 
them, not but that if he find it more ad- 
vantagious he may take in a leſs Num- 
ber; after this the Antagoniſt may take 
in what he thinks fit, acquitting his Hand 
of the like Number. Here note; that 
let the Game be never ſo good, the Game- 
ſters are both obliged to diſcard one Card 
at leaſt. After the diſcarding you muſt 
conſider the Ruff, that is, how much 
you can make of one Suit; the eldeſt firſt, 
and if the youngeſt makes no more, the 
| e 
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Ruff is good, and ſets up one for every 
ten he can produce; as for Example, 
for thirty reckon three, for forty four, 
and ſo onward ; withal take notice you are 
to count as many for thirty five as for 
forty, and as much for forty five as for 
fifty, and ſo of the reſt; but from thirty 
five to thirty nine you muſt count no more 
than for thirty five, and ſo from thirty to 
thirty four count no more than for thirty; 
and this Rule is to be obſeryed in all o- 
ther higher Numbers. (4 
| che Nef : ay > ag N value aſter 
is paid, er acquaints you 
th his Seqaences (if he have them) _ 
they are Tierces,, Duarts, Quints, Sixieſms, 


Septieſms, Huittie/ms and Newfieſms 3, as i d 
thus; Six, Seven and. Eights, Nine, Ten, ſ 
and Knave; Queen, and Ace; which 5 
laſt is called a Tierce Major, becauſe it o 
is the higheſt. A is a Sequence: oft. 
four Cards, a Quim of five,, a Sinieſi i li 

le 
nomination 0 


and Ace; a Tizrce of a King, 
King is the beſt Card; a Tiercs of 2 
there is neither King nor 


-A <-- 5a hk. 
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ou muſt reckon for every . Tierce three, 
for a Quart four, but for a Quint fifteen, 
or a Sixieſin ſixteen, and ſo upward; now 
hatever you can make of all you muſt 
add Fry your Blank, and. count the whole 
together. 

HERE note, that the biggeſt Tierce, 
Quart, or other Sequence, al there 
be but one of them, makes all other 
leſs Sequences uſeleſs unto him, be they ne- 
ver ſo many, and he that hath the biggeſt 
Sequence, by Virtue thereof reckons all his 
leſs Sequences, though his Adverſary's Se- 
quences be greater, and otherwiſe would 
have drowned them, WE 
_ Far THER obſerve, that à nar» 
drowns a Tierce, and a Quint, a Quart, and 
ſo of the reſt; ſo that he who hath a 
Sivieſm may reckon his Tievces, Duarts, 
or Quinis, though the other may ha 
to have Tierce, Duart, (9c, of higher Va- 
lue than the others are that hath the Si- 
ie/m ;, trace the fame Method in all the 
other like Sequences, 

AFTER you have manifeſted your 
guences, you come to reckon your three 
Aces, three Kings, three „ three 
Knaves, or three Tens; as for Nines, Eights, 
Sevens, and Sixes, they have no Place itt 
this 11 For every Ternary you 
count three, and they are in Value as it 

| 18 


BREE 


D. 


Se- 


a= 


1 
do 


11 


44 The Game at Picket. 
is in Seguences. Aces the higheſt and beſt is 
Kings the next, after theſe Queens, the ei 
Knaves, and laſt of all Tens. The higher 
drowns the lower here, as in Sequences. n 
HE that hath three Aces may reckon 
three Queens, Knaves, or 'Tens, if he 
have them, though the other hath thre: 
Kings; and this is done by reaſe 
of his higher Ternary. Now he that 
hath. four Aces, four Kings, four Queens 
four Knaves, or four Tens, for each reckon 
fourteen, which is the Reaſon- they ar: 
called Quatorzes. | 
Iov muſt ſhew your Point, Ind oF: 
Quart, before you Plays or elſe the otheriWe 
may reckon his; though. inferior, upor 
ſhewing them. 1 | 
Now they begin to play the Cards, 
the elder begins and the younger follows 
in Suit, as at Whisk, and for every Ace, 
King, Queen, Knave, or Ten, he reckons 
one. 
A Card once play'd muft not be recal - 
led, unleſs he have a Card of the ſame 


Suit in his Hand ; if the-elder Hand plays 
an Ace, King, Queen or Ten, for every 
ſuch. Card he is to reckon one, which he 
adds to the Number of his Game be- 
fore; and if the other be able to play 
pron it a higher Card of the ſame Suit, 


LOR 


wins the Trick, and reckons one 15 


e 
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iis Card as well as the other. Whoſoe- 
er wins the laſt Trick reckons two for it 
WF he win it with a Ten, but if with any Card 
nder, he reckons but one; then they tell 
eir Cards, and he that hath the moſt is 
o reckon ten for them. 
AFTER this each Perſon ſets up his 
ame with Counters, and if the Set be not 
ip, deal again; now a Se? is won after * 
is manner ; admit that each Party is ſo 
orward in his Game, that he wants but 
our or five to be up, if it ſo happens that 
ny of the two have a Blank, he wins the 
det, becauſe the Blanks are always firſt 
eckoned; but if no Blanks then comes 
e Ruff, next your Sequences, then your 
Aces, Kings, Queens, Knaves and Tens, 


rds, ext what Cards are reckoned in Play, and 
ows Waiſt of all the Cards you have won. If 
ay of the Gameſters can reckon either 


n Blanks, Ruffs, Sequences, Aces, &c. up 
o thirty in his own Hand without play- 
ng a Card, and before the other can 


ume eckon any thing, inſtead of thirty he 
ays{Whall reckon ninety, and as many as he 
ery{Weckons after above his thirty, adding 
he hem to his ninety :; This is known by the 
be- NName of a Repzcy. | 5 

lay Moxtoves, he that can make in like 
uit, manner, what by Blank, Ruff, Sequences, &c. 
for {up to the ſaid Number, before the other 


hath 


Cards reckons ten, but he that wins al 
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hath play'd a Card, or reckoned am 
Thing, inſtead of thirty he reckons fixtyf 
and this is called a Picy. Here note, 

if you can but remember to call for you 
Picy, or Repicy, before you deal again 
vou ſhall loſe neither of them, otherwik 
you mult. 
Hz that wins more than his om 


the Cards reckons forty, and this is calle 
a Caper. 
THE Rules belonging to this Game 
are theſe. If the Dealer give more Card: 
than his due, whether through Miſtake 
or otherwiſe, it lieth in the Choice ol 
the elder Hand whether He ſhall deal a 
gain or no, or whether it ſhall be play 
_ He that forgets to reckon his Blank 
Ruff, Sequences, Aces, Kings, or the like, 
and hath begun to play his Cards, cannot 
recal them. So it 1s with him that ſhew- 
eth not his Ryff before he play his firſ 
Card, loſing abſolutely all the Advantage 
affe cha miſi eckows thing, hath | 

_ _ He that miſt any thing, and 
play'd one of his Cards, and his Advert 
ſary finds at the Beginning, Middle, orf! 
{ 
k 


End of the Game, that he had not what 
he reckoned, for his Puniſhment he ſhall 
be debar'd from reckoning any Thi 


he 
really 
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Wreally hath, and his Adverſary ſhall reckon 
all he hath, yet the other ſhall make all 
he can in play. He that takes in more 
Cards than he diſcardeth, is liable to the 
fame Penalty. 
He that throws up his Cards, imagin- 
ing he hath loſt the Game, mingling them 
with other Cards on the Table, though 
afterwards he perceives his Miſtake, yet 
he is not allowed to take up his Cards 
and play them out. | 
o Man is permitted to diſcard twice 
in one Dealing. 

HE that hath a Blank, his Blank ſhall 
hinder .the .other's P:cy and Repicy, al- 
though he hath nothing to ſhew but his 
Blank, 

HE that hath four Aces, Kings, Queens 
Sc. dealt him, and after he hath diſcard- 
ed one of the four reckons the other three, 
and the other ſay to him, 7s it good? he 
is bound to tell the other, if he ask him 
what Ace, King, Queen, Cc. he wants. 

Ir after the Cards are cleanly cut, ei- 
ther of the Gameſters know the upper 
Card by the Backfide, notwithſtanding 
this the.Cards muſt not be ſhuffled again. 
In like Manner, if the Dealer perceive 
chat the other hath cut himſelf an Ace, and 
ſhall would therefore ſhuffle again, this is not 
be permitted; and if a Card be found faced, 
ally it 


ry 


* 
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it ſhall be no Argument to deal agair 
but -muſt deal on; but if two be found 
faced, then may he ſhuffle again. 

LASTLY, Whoſoever is found 
or taking back again any of his Cards, hq 
ſhall loſe the Game, and be accounted | in 
foul Player. E 


AN 
55551 
V. LANTERLOO. 
ANTERLOO is a Game ma N 
ſeveral Ways, but I ſhall infift on 
none but two; the firſt Way is thus. 
Liyr for dealing, and the. beſt Pu 
Card carries it; as many may play as the 
Cards will permit, to whom muſt. be dealt 
* Hive a-piece, and then turn up Trump. 
Now if three, four, five or ſix play, they 
may lay out the Threes, Fqurs,. Fives, 
Sixes and Sevens, to the intent they may 
not be quickly loo'd ; but if they would 
have the Loos come faſt about, then play 
with the whole Pack. 
_  Havins dealt, ſet up five Scores, or 


Chalks ; and then | Proceed forwards in 
your Game. 5 le 


He 


ing 
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He that is eldeſt Hand hath the Pri- 
n ilege of paſſing by the Benefit thereof, 
hat is, he hath the Advantage of hear- 
g what every one will jay, and, at laſt, 
ray play or not play, according as he 
inds his Game good or bad. If the El- 
leſt faith he paſſeth, the reſt may chuſe 
rhether they will play or no. 5 
You may play upon every Card what 
ou pleaſe,, from a Penny to a Pound. 
Trumps as at Whiſt are the beſt Cards, 
Il others in like Manner take their Pre- 
edency from the higheſt to the loweſt. 
You muſt not revoke, if you do, you 
lay all on the Table. If you play, and 
re loo'd (that is, win never a Trick) 
on muſt lay down to the Stock ſo much 
or your five Cards, as you plaid upon e- 
ery one of them. , 3'it5; 
EVER Deal rub off a Score, and for 
very Trick you win ſet up a Score by 
ou, till the firſt Scores are out, to re- 
ember you how many Tricks you have 
on in the ſeveral Deals in the Game. 
ALL the Chalks for the Game being 
b'd out, tell your own Scores, and for 
many Scores or Tricks which you have 
on, ſo much as they were valued at in 
e Game, ſo much you muſt take from 
de Stock; thus muſt every one do ac- 
a ee 


. Lanter Ho. 


cording to the Number of Tricks be 
hath won. | 

. HERE note, that he who hath fire 
Cards of a Suit in his Hand loos all the 
Gameſters then playing, be they never 1 
many, and ſweeps the Board; if there be 
two Loos he that is eldeſt Hand hath 
the Advantage. 
As there is Cheating (as they fay) i 
all Trades, fo more particularly intolerabk 
in Gaming; as in this, for Example, 1 
one of the Gameſters have four of a ſui 
and he wants a fifth, he may for that fifth 
make an Exchange out of his own Pocke 
if he be skilled in the cleanly Art d 
Conveyance; if that fail, ſome make 
of a Friend, who never fails to do hin 
that kind Office and Favour. There an 
other Cheats to be performed, which | 
Nall omit, ſince it is not my Buſineſs t 
teach you how to cheat, but ſo to pla 
as not to be cheated. 


L 
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TIF T for dealing as aforeſaid, a 
T— the beſt Put-card deals five to « 
very one a-picce. The Dealer for H 
five Cards muſt lay down ſo many 8 

pences, Shillings, 6. as they conclude une 
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on, and agree for every Card, or ſo ma- 
ny Counters being valued at either Six- 
ce or Twelve-pence, more or leſs. Af- 


nee this all muſt Play ; ; if any be loo'd he 
e muſt lay down ſo much for his Loo ag 
br his five Cards amount to. If any next 


dealing be loo'd he muſt lay down as 
much for his Dealing, ahd as much for 


his Loo. | 

be Tr after this the eldeſt Hand paſs, the 
75 eſt may refuſe to play, or play if they 
Ul 


chink they can win a ard. 
fifth 


ket he Money may be divided by the Game- 
C0 
ricks : If there be a Loo, the Winners 
uſt take up the Money, and he that is 
od muſt lay down as much Money on 
e Board, as every one had laid _ 


before, be it never ſo r d a Sum, 


8 7 
n! 
8 0 


pes the like Quantity fo dealing, i te 
xt was loo'd dealt. | 
plai 2.02 2 > 2 2 Ne Sk S&K 
|, an J. n Ruff, 527. Honours, and 
- 
or O UFF and Honours, (alias — 
and M hiſt, are Games fo commonly 


ade of n 8 in all * 


HERE note, Itgthere be never a Loo, 


rs according to the Number of their 
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that every Child almoſt of eight Lean 
old hath a competent Knowledge in 
Recreation, and therefore I am unwillig 
to ſpeak any thing more of them tha 
this, that there may be a great deal q 
Art uſed in dealing and playing at the 
Games, which differ very little one fro 
the other. 
IN playing your Cards you muſt hay 
recour e altogether to your -own Judgmen 
or Liſcretion, ſtill making the beſt of 
bad Market; and though you have b 
mean Cards in your own hand, yet ye 
may play them ſo ſuitable to thoſe | 
your Partner's Hand, that he may eithe 
trump them, or play the beſt of that Su 
„ „ ror ts 
Tov ought to have a ſpecial Eye 
what Cards are play'd out, that you m 
know by that Means either what to pla 
if you lead, or how to trump ſecurely a 
.advantagiouſly, Reneging or renounciy 
that is, not following Suit when you hi 
it in your Hand, is very foul play, 2 
the that doth it ought to forfeit one, 
the Game upon a Game, and he that | 
eth dealing loſeth one, or a Trick, as yl 
make it. che wh | 
Ar Ruff and Honours, by ſome d 
1ed Slamm, you have in © ; Pack 
<he Deuces, and. the Reaſon in, bes 
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our playing, having dealt twelve a- piece, 
here are four left for the Stock, the up- 
zermoſt whereof is turned up, and that is 
rumps. He that hath the Ace of that 
n, that is, he takes in thoſe. four Cards, 
ad lays ont four other in their Lieu; the 
our Honours are the Ace, King, Queen 
and Knave; he that hath three Honours 
in his own Hand, his Partner not having 
he fourth, ſets up eight by Cards, that 
is, two Tricks; if he hath all four, then 
ſixteen, that is, four Tricks; it is all one, 
if the two Partners make them three, or 
four between them; as if one had them. 
Tf. the Honours are equally divided among 
the Gameſters of each Side, then they 
fay Honours are ſplit. - If either Side are 
at eight Groats he hath the Benefit -of 
calling, Can- ye, if he hath two Honours 
in his Hand, and if the other anſwers 
one, the Game is up, which is nine in 
all ; but if he hath more than two he 
ſhows them, and then it is one and the 
me Thing; but if he forgets to call after 
playing a Trick, he looſeth the Advan- 
tage of Can-ye for that Deal. 
ALL Cards are of Value as they are 
ſuperior one to another, as a 'Ten wins a 
Nine, if not Trumps, ſo a Queen a Knave, 
n like Manner; but the leaſt Trump 
will win the higheſt Card of any ©- 
Ab * ther 
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ther Card, where, note, the Ace is. th 
Higheſt. AE | 33 
Bahn cu a Game not much differing 
from this, only they put out the Deuces 
and take in no Stock; and is called Vi 
from the Silence that is to be obſerved 
in the Play; they deal as before, playing 

„ two of a Side, (ſome play at tm 
handed, or three handed bit 3 If three 
handed, always two ſtrive to ſuppreſs and 
Keep down the riſing Man,) I fay they 
deal to each twelve a-piece, and the 
2 is the bottom Card. The Mar 
ner of er Playing, the Number of th: 
Game. nine, Honours and Dignity . of 6 
ther Cards are all alike ; and he that 
vhs moſt Tricks is maſk formard to wh 
_ Hex that can by Craft overlook: his Ad: 
verſary's Game hath a great Advantage, 
for by that means he may partly know 
what to play ſecurely; or if he can haye 
ſome petty Glimpſe, of his Partner's Hand. 
There is a Way by Winking, or the Fin 

ers, to diſcover to their Partners what 

onours they have, as by the wink of 
one Eye, or putting one Finger on the 
Noſe, or Table, it ſignifies one Honour, 
ſhutting both the Eyes, two; placing 
three Fingers, or four on the Table, three 
or four Honours, They have ſeveral 
A N Ways 


„ e ö a b& © hand 
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Ways of ſecuring an Honour or more in 
the Bottom when they deal, either to 
their Partners or ſelves; it to their Part- 
ner, they place in the ſecond Lift next to 
the Top, one, two, three or four Aces, 
or Court Cards all of a Suit, according as 
they could get them together in the for- 
mer Deal, and place a Card of the ſame 
Suit in the Bottom, when the Cards are 
cut they muſt uſe their Hand fo dexte- 
roully, as not to put the Top in the 
Bottom, but nimbly place where it was 
before. | As 

Ir they would ſecure Honours to them- 
ſelves, a. os dealing, they then place fo 
many as they can get upon their Ps Or 
other Place undi Ed. and after the 
Cards are cut, then clap them very neat- 
ly under. But the cleanlieſt rooking Way 
is by the Breef, that is, take a Pack of 
Cards and open them, then take out all 
the Honours, that is as aforeſaid, the 
four Aces, the four Kings, c. then take 
the reſt, and cut a little from the Edge 
of them all alike, by which Means the 
Honours will be broader than the reſt, 
ſo that when your Adverſary cuts to you, 


our, you are ſure of an Honour, when you 
ing cut to your Adverſary, cut at the Ends, 
ee and then it is a Chance if you cut him 
ral an Honour, becauſe the Cards at the 
ays D 4 | 


Ends 


which will ſlip off from the ſlickd Card. 
* IT is impoſſible to ſhew you all the 
Cheats of this Game, ſince your cunning 

| Gameſter 
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Ends are all ofa Length; thus you may c 
make Breefs end-ways as well as Side 
ways. 5 | 
THERE are a Sort of cunning Fellows 
about this City, who before they go to 
Play will plant half a Dozen of theſe Ml © 
Packs (nay, ſometimes half a Score) in 
the Hands of a Drawer, who, to avoid 
being ſuſpected, will call to their Confede- 
rate Drawer for a freſh Pack of Cards, 
who brings them, as from a Shop, new; 
and ſome of theſe Packs ſhall be 16 finely 
mark'd, whereby the Gameſter ſhall plairt- 
ly and certainly know every Card therein 
contained, by the outſide, although the 
beſt of other Eyes ſhall not diſcern where 
any Mark was made at all; and this 
done, with that Variety, that every Card 
of every Suit ſhall have a different diftin-. 
guiſhing Mark. 0 OY 

SOME have a way to flick, with a 
Slick-Stone, all the Honours very ſmooth, 
by which means he will be ſure to cut his 
Partner an Honour, and fo his Partner to 
him again; and that is done by laying 
'a Fore-finger on the Top indifferent hard, 
and giving a ſlurring Jerk to the reſt, 
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Gameſter is always ſtudying new In- 
ventions to deceive the Ignorant. 


8 2 . 8 8 
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A. T French. Ruſf you mult lift for 
Deal, moſt or leaſt carries it ac- 
cording to the Agreement of the Game- 
You may play either two, four or fix 
of a Side, dealing to each five a-piece, 
either two firit, at a Time, or three, 
according to Pleaſure, and he that deals 
turns up Trump: The King is the high- 
eſt Card at Trumps, and ſo it is higheſt 
in all other Cards that are not Trumps; 
the Queen is next, the Knave next, and 
next to that the Ace, and all other Cards 
follow in Preheminency, according to the 
Number of tlie Pips, but all ſmall Trumps 

win the higheſt of any other Suit. 
 HavixG turn'd up Trumps, he that 
hath the Ace muſt take the Ace turn'd 
up, and all other Trumps which imme- 
diately follow that, if ſo agreed among the 
Gameſters, laying out ſo many Cards as 
he took up in Lieu thereof. 
OL = a AFTER 


/ 


pf > | 


58 The Game of Bragg. 
AFTER this To win twin 
Tricks ſignifies —_— oþ win three, or 
four wins but one, but to win five is the 
e of five. 
you play at Forſat, (thatis, the R. 
gour of the Play) he that deals wrong 
ſeth one and his Deal. You are bound 
to follow Suit, and if you renounce or re-WSt: 
nege, you loſe the whole Game, if you 
1 make it, otherwiſe but one or two, ac- 
cording to Agreement. | 
HE that plays a Card that — 
by the . — if the next Player hath 
none * the former Suit, he A trump it 


aga though he hath never a Trump in 
I.. iind che that can win the former Trump, 


and ſo it muſt paſs to the laſt Player. 
ALL the Players round are bound to 
win the higheſt 2 d if they can. 
Here note, he who playeth before his 
Turn, loſeth one, E % 26.59 
Card of all. 
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VIII. The 4 entous and plea; ant Game 
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BE Perſon a ppointed to have the 
eldeſt Hed, 2 with the whole 
ay about the We. to thoſe that fit 
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and ate deſirous to ſhare in the Gain and 


or WL iverſion. As many play at it as the Cards 
he will hold out to ſupply, he. dealing three 
a- piece to each of the Gameſters at one 
N. Time, turning up the laſt Card all round, 
ng pelong ing to every one there. 4 
nd Ech Gameſter is to put down three 
re: ¶ Stakes, one for each Card, as much, or 


little as the Humours of the Company 


o their Qualities and Purpoſes, is thought 
convenient : And this being thus done, the 


lows : 


ing round, in its Degree, beginning from 
Ace, King, Queen, Knave, and fo down- 


ons fitting, wins the firſt Stake; and the 
Perſon who has the Luck to have it dealt 
him, is to demand it from the reſt, who 
pay it accordingly, unleſs the Ace of Dia- 


And note befides, that tho' the eldeſt 


he Hand that has an Ace carries it from the 
we reſt by a kind of Deſcent; yet the Ace of 
1 Diamonds, by the aforefaid Authority, 


' even. 


will conſent to; whether three Guineag 
three Crowns, three Shillings, three Sixg ek 
pences, or what other Stakes, according 
Manner of playing the Game, is as fol- 
THE beſt Card turned up in the deal- 


wards, through all the Cards of the Per- 
ds be turn d up amongſt them, which 


if ſhewn by a Superior Authority in the 
Game, is to be preter d, and wins the Stake. 


2 
5 1 = 1 


main Thing by 
is to be won, is called the Bragg, which 


"af it is, that you are to endeavour to im- 
.. pale upon the Judgment of the reſt that 
ad particularly on the Perſon that 


+! 


. bragg of, are a Pair Royal of Aces, the 
next of Kings, Queens, &c. A Pair Royal 


- 
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even in the youngeſt Hand, which is the 
laſt Card that is dealt, wins the Stake 
from any other that is turn'd up before. 
Tu next Principal Matter, and the 
which the ſecond Stake 


rt . >. 


by the Ingenuity of its Management, 
gives the Game its Name. The Nature 


emetly offers to oppoſe you, by boaſting 
of Cards in your Hand, whether Pair 
Royals, Pairs or others, that are better 
than his or hers that plays againſt you; 
the beſt Cards you can have really to 


of any Sort, winning from any Pair of 
the beſt Sort, as a Pair of any Sort, wins 
of any other Cards that are not Pairs 

Bor here you are to ' obſerve, that 
the witty ordering of this Bragg, is the 
moſt pleaſant Part of this Game ; for 
thoſe that by faſhioning their Looks and 
Geſtures, can give a 2 Air to their 
Actions, as will fo deceive an unskilful 
Antagoniſt, that ſometimes a Pair of Fives, 
Treys or Deuces, in ſuch a Hand, with 


A * : 1 1 ths MC. 1 nn. A — 


the Advantage of his compos'd Counte- 
nance, and ſubtle Manner of gver-awing 
6's . 2 | 6 
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the other, ſhall out bragg a much greater 
Pair Royal, and win the Stakes with great 
Applauſe and Laughter on his Side, from 
the whole Company. 

TRE Knave of Clubs is here a principa} 
Favourite, as at Pam, and makes a Pait 
with any other Card in Hand, or with 
any other two Cards a Pair Royal, and is 
often in this Game very neceſſary to ad- 
vance the Credit of the Bragg, to him that 
has the Aſſurance of impoſing upon the 
Company, and by ſuch convenient Confi- 


dence, the 8 of winning the le- 
cond Stake. 


THe third Stake is won by the Perkin 
that firſt makes up the Cards in his Hand 
one and thirty, each Ace, King, Queen, 
Knave, Cc. going for Ten, and drawing 
from the Pack, as is uſual in that Game; 
or in Lieu of the one and thirty, if his 
fortune will not oblige him, the neareſt 
to it may win, he having the Privilege to 
draw, or not to draw, as he pleaſes, ac- 
cording as he finds it convenient, by the 
Cards that are in his Hand; for if he 
draws out, he loſes his third Stake. ay * 

SOME: very nice. Players at this Game, 
make the Nine of Diamonds a ſecond Fa- 
vourite Card, with the Knave of Clubs, 
to make a Pair Royal of Aces, ſo that 


thoſe 
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thoſe two joined with one natural Ace, 
ſhall win from any Pair Royal of Kings, 
„ Knaves, or any other Cards, but 
a Pair Royal of natural Aces 
TRE Perſon that is fo lucky to win all 
the three Stakes, is to be rewarded by 
the whole Company of Gameſters round 
the Table, with three Stakes more, if 
play the Strictneſs of the Game, whi 
neceſſarily makes the Winnings and Lo- 
ſings amount to a conſiderable Sum of 
Money; but very often our Modem 
Gameſters wave this Particular, and out of 
a decent Regard to their Pockets, content 
themſelves with the Satisfaftion of the 
Pleaſure of the Bragg, rather than truſt 
to the uncommon good Fortune of win- 
— 1 from the reſt of 
the diſappointed Company. 

THE Deal is to go round from Perſon 
to Perſon, and by the different Manage- 
ment of the Bragg, you may find v 
great Diverſion, ſome doing it ſo awkar 
ly, with fo little Cunning, and ſo ill an 
Addreſs, that the Defects or Value of 
their Game will preſently be diſcovered, 
whilſt others with a more comical Aſſurance, 
and by their ſubtle will wit⸗ 
tily banter and impoſe upon their Ad- 
verſaries, and ſeldom fail of their deſign- 
ed Profit. | 
ec Ir 
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Ix is not fair for any of the Game- 
ſters, that ſit near lun Hand, er br the 
Bragg, to peep into hi or by an 
— Sign or Token to give the Ole 
any Knowledge of the Cards, that he 
has in his Hand; becauſe it may chance 
that the ſitions, natural to this Game, 
may draw on a conſiderable Sum of Mo- 
ney to be ſtaked down, each of the two 
that are concerned, valuing his own Cards, 
and lefſening thoſe. of his Antagonift, as 
he thinks he has reaſon. 

A very notable Damage, occaſioned b 

one Perſon's peeping into another's H F 
IL once my ſelf chanced to be Spettator 
2 

one Evening playing at thi | 
— of the Gameſters, who ſeemed 
to be of the Sort of thoſe who were very 
Skilful at the Game in general; but par- 
icularly ſo, at the ſubtle Management of 
mnir F Lier of Behaviour, had 
d his Competitor to believe that 
ſolved to out- bounce him upon 
and inſignificant Cards; but it 
Jentleman's good Luck at that Jur 
d have in his Hand far otherwiſe 
Having been dealt two 
tural and the Knave of Clubbs, 
LTH I . 
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64 De Game of Bragg. 
the greateſt Pair Royal that could ther 
poſſibly be dealt; and conſequently pro- 
per to win allo the greateſt Stake that 
could be laid; he kept his Countenance 
demure, and with a Geſture neither over. 
joy'd nor deſponding, made a Bragg of 
Half a Crown ; the other who had in 

his Hand a Pair Royal of Kings, and as 
afterwards! was .difcovered, had, through 
the Imprudence of the Dealer, caſually 
ſeen an Ace or two given about to other 
Gameſters, thinking himſelf alſo as ſecure 
as poſſible, anſwers with a Crown; his 
Antagoniſt _ ſets an Angel, and: the 
Oppoſer immediately twenty Shilli 
chey fill raiſing the Stakes every Tine s 
and vying with each other, till the fame . 
amounted to ſeven Pounds, when as ill d 
Fate for one of them would have it, 
a too curious Impertinent of the Female 
Kind, who fat next to him that had 
the Aces, having a furious: Itch upon 
her to know whether his repeated B- 
was upon a fure Foundation or no, co 
not forbear covertly peeping into his 
Hand, and at the View was ſo ſurprized, 
that on a ſudden ſhe gave a violent Shriek, 
and by that indiſcreet and raſh - Noiſe, 
gave the Gameſter with the Pair Royal 
of Kings, warning of his unavoidable Lois, 
giving him reaſon to ceaſe . the Bragy 


* 
— — — 
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at ſigned to raiſe and go on with, till it came 
eto an hundred Pounds. If in drawing for 


er. one and thirty, to win the laſt Stake, up- 


on ſnewing the Cards, any two or more 


of the Gameſters ſhould happen to have 
the ſame Cards, they are permitted to 


and thirty a better Game, or loſe it by 
drawing out. And this is all I know fig- 
nificant, in the ingenious and pleaſant Game 
of Bragg. n PINT" ALLY AD 


of 
in 
as 0 . 4 . 
oh Wl draw again, till they get either the o 
ly 
r 
ure 


IX, The Game at CRIBBIDGE. 


W Cribbidge there are no Cards to 
be thrown out, but all are made 
uſe of; and the Number of the Set is ſix- 
n 5 7 2885 


Tr is Advantage to deal, by Reaſon of 
the Crib, and therefore you muſt lift for 
it, and he that hath the leaſt Card deals. 


THERE are but two Players at this 


Tr FFA 


MI 


the Dealer delivers out the Cards one by 
one, to his antaganiſt firſt, and himſelf 
aſt, till five a- piece be dealt to one ano- 


ther ; 
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en MW and hinder the other's winning the further 
intended Stakes, which he declar'd he de- 


ee ee ee 


Game, the one ſhuffles and the other cuts, 


- - 
77 S 
* 


Crib is four Cards, two a-piece, which 


66 The Game at Cribbidge. 

ther; the reſt being ſet down in View © 
the Table, each looketh on his Game, 

and ordereth. his Cards for the beſt Ad. 
vantage. þ. | 
H that deals makes out the bet 
Cards he can for his Crib, and the othet 
the worſt, becauſe he will do him as little 
Good as he can, being his Crib; which 


FE Aa © + 


they lay out upon the Table, not knoy- 
ing nor ſeeing one- another's Cards, and 
then they turn up à Card from the Par: 
cel that was left of dealing, and each of 
them may make uſe of that Card to 
help them on in their Game in Hand, and 
when. they baveplaid out their three Cards 
and ſet up with Counters their Games i 
their Hands, the Crib is the others the 
next Deal, and ſo they take it by turns. 
ITE Value of the Cards is thus: A 
ny fifteen upon the Cards is two, Whether 

ine and Six, Ten and Five, King and 
Five, Seven and Eight, Sc. 


rere. 


© in e 0 


c. 
A Pair is two, a Pair Royal fix, 1 
double Pair-Royal twelve, Sequences of 
three is two, Sequences of four 1s four, of 
five. five, Fc. and fo is a Fluſh of thre, 
three; of four, four, c. Knave Nodt, 
is one in Hand, and two to the Dealer; 
that is, if you have a Knave of that Suit 
which is turned up, it is Anave 1 


e = {7 
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n A Pair of Aces, Kings, Queens, Knaves, 
ne, Tens, Cc. is two; three Aces, Kings, 
. Queens, Ec. is a Pair-Royal; a double 
Pair- Royal is four Aces, four Kings, 
four Queens, c. and is twelve Games to 
him that hath them. 
HAVING look'd on your Cards, you 
count your Game after - this Manner: 
Suppoſe you have in your Hand a Nine 
and two Sixes, after you have laid out 
two Cards for the Crib, that makes you 
ſix Games, becauſe there is two Fifteens 
and à Pair, by adding your Nine to the 
two Sixes, and if a Six chance to be turn. 
ed up, then you have twelve Games in 
your Hand; ſor though you muſt not take 
the turn d up Card into your Hand, yet 
you may make what uſe you can of it in 
counting, fo that the three Sizes makes 
you Six, being a Pair-Royal, and the Nine 
added to every Six, makes three Fifteens, 
which Six more added to the former, 
makes Twelve, which you muft fet up 
with Counters, or otherwiſe, that your 
Opponent may know what you are, tho 
you muſt not ſee his Cards, nor he yours; 
if you think he plays foul by reckoning 
too much, you may count them after the 
Hand is play'd. 

Tus you have ſet up your Twelve, 
your - Oppoſite, - it may be, hath _ 
2 | ive 
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Five and Six, in his Hand; that is two 
becauſe of Sequences of Three: ; then it is 
two more becauſe it is Four, Five and Six; 
again, taking in the counting Six that 1s 
turned up, that is in all Four, then there 
is Fifteen and Fifteen, Four and Five is 
Nine, and Six is Fifteen, and then with 
the Six turn'd up, it is fifteen more, 
* Which makes eight Games, this he like- 
wiſe ſets up, keeping his Cards undiſco- 
vered. Here note, he that deals _ ſets 
up. Three in Lieu thereof. 
3 thus an, he that dein not 
ys firft, ſuppoſe it is a Six, if you 
wh a Nine play it, that makes Eiben, 
ſor which ſet up two; the next may play 
« Four, which makes Nineteen, Jou 3 
Six twenty five, and he a Five, that is 
thirty, you being not able to on in, 
having a. Six in your Hand, he ſets uy 
one, (for it is one and thirty you aim 
at in playing the Cards) becauſe he is 
moſt, and two for Sequences, Four, Five 
and Six, which were his Four, aſter 
the Fifteen, your Five and his Six 3 and 
that doth not hinder them from being 
Sequences, though the Six was play'd be- 
tween the Four and the Five; but if an 
Ace, Nine, King, Queen, or the like, had 
been play d between, they had been no 
Sequences: ; ſo the two for the Sequences, 


and 
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$ and the One for Thirty being moſt (as 
„at One and Thirty) makes him three, 
is which he muſt ſet up to the reſt of his 
e Game, and in this playing of the Cards 
is Wl you may make Pairs, Sequences, Fluſhes, 
Hfteens, Pair-Royals, and double Pair- 
Royals, if you can, though that is rarely 
ſeen. | 

LASTLY, you look upon your Crib, 
that is the two Cards a- piece laid out at 
firſt, which is the Dealer's; if he find no 
Games in them, nor help 'by the Card 
that was turned up, which he takes into his 
Hand, then he is bilk'd, and ſometimes 
it ſo happens that he is both bilk'd in Hand 
and Crib. Thus they play and deal by 
Turns till the Game of Sixty One be 


up. 


B58 8 45 78 


„ Ty - 
3 2 


Hen, note, if you get the Game be- 
fore your . Adverfary is forty five ( forty four 
will not do it) you muſk then ſay, 1 have 
lurtt you, and that is a double Game, 
for whatever you play'd with, ſix N cl | 

and or a greater Sum. 
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9 is the ordinary coking Gui 
of every Place, and ſeems by the few 
Cards that are — to have no great Dil. 
a ficulty in the Play, but I am ſure there 
is much Craft and Cunning in it; of 
which I ſhall thew as much as I under- 
ſtand. 
1415 you play at two handed Putt, Cox or 
pleaſe you may = at 


) the beſt Putt-Card deals. Har 

med the Cards, the Adverſary cuts 
them, then the Dealer deals one to his 
Antagoniſt, and another to himſelf, till 
they have three a-piece: Five up or a 
Putt is commonly the Game. The eldeſt, 
if he hath a Game, and thinks it bet- 
ter than his Adverſary's, putts to him, if 
the other will not, or dare not ſee him, he 
then wins one, but if he will ſee him 
they play it out, and he that wins two 
Tricks, or all three, wins the whole Set; 
but if each win a Trick, and third ty- 
* neither win becauſe it is Trick and 


Tye. 

SOMETIMES they play without putt- 
ing, and then the Winner is he that wins 
moſt Tricks, Here note, that in your 


playing 
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laying keep up your Cards very cloſe; 
br the leaſt Diſcovery of wy. one of 
them is a great Advantage to him that 
ſees it. : EL 
THis Game conſiſts very much in dar- 
ing; for a right Gameſter will put bold- 
ly upon very bad Cards ſometimes, as 
upon a Five, Seven and a Nine; the o- 
ther thinking there are good Cards in his 
Adverſary's hand, having very indifferent 
ones in his own, dares not ſee him; and 
ſo by going to Stock loſeth one. Here 
note, that he that once hath the Coni- 
dence to putt on bad Cards cannot recal 
his putting, by which means he frequent- 
ly pays for his Bravado. 22 
TRE beſt Putt-Cards are, firſt, the Trey, 
next the Deuce, then the Ace, the reſt 
follow in Preheminence thus, the King, 
the Queen, the Knave, the Ten, and ſo 
onwards, to the Four, which is the mean- 
eſt Card at Putt. | 
SOME of the Cheats at Putt are don 
after this Manner. : 
FRS r, for cutting to be ſure of a good 
Putt-Card, they uſe the Bent, the Slick, 
and the Breef; the Bent is a Card bend- 
ed in Play, which you cut; the Slick is 
when beforehand the Gameſter takes a 
Pack of Cards, and with a Slick-Stone 
imooths all the Putt- Cards, that * 


| 
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he comes to cut to his Adverſary with 
his Fore-Finger above, and his Thumb 
about the Middle, he ſlides the ref 
of the Cards off that which was flick 
ed, which is done infallibly with much 

Facility; but in this there is requir' 
Neatneſs and Dexterity, for fear of 1 
Diſcovery, and then your, Confidence it 
this Contrivance will be vain, and of ng 

Effect. 

LASTLY, the Breef in cutting is very 
Advantagious to him that cuts, and it i; 
thus done. The Cheat provides, before. 

hand, a Pack of Cards, whereof ſome 
are broader than others; under ſome of 
which he plants, in Play, ſome good Putt. 
Cards, which though they ſhuffle never 

ſo much, they ſhall rarely ſeparate them 
by which Means he that cuts (laying 

'his Fingers on the broad Card) hath 
ſurely dealt him a Putt-Card. ' 

IN dealing, theſe Rooks have. a Trick 
they call the Spur, and that is, as, good 
Cards come into their Hand that they 
may know them again by the Out-ſide 
(and ſo diſcover the Strength or Weak- 
[neſs of their Adverſary's Game) I fay, 
ſomewhere on the Out-fide they give them 
a gentle Touch with their Nai. 
Now when they intend to bleed a Cull rm, 
to ſome Purpoſe whom they have * t 


of Put, and the High Game. 73 


fore (as I have related in Whift d] by ſlick- 
ing them or ſpurring them, that is, giv- 
ng them ſuch Marks that they ſhall cer- 
unly know every Card in the Pack, and 
onſequently every Card that is in his Ad- 
erfary's Hand, an Advantage that can- 


dot be greater. [+ 3% 5 
BUT if they are not furniſhe l with ſuch 
rds, and cannot accompliſh their Ends 
y the former indirect Means, without 
alpable Diſcovery, then they have Ac- 
omplices who ſtand by the Innocent Cull, 
ok over his Game, and diſcovers what it 


s to his Adverſary; and to ſtrengthen 


of Weir Intereſt by Cheating, they frequent- 
tt- Wh carry about them Treys, Deuces, Aces, 
yer Wc. in their Pockets, which they uſe 
m; need requires, or if not, they will ſteal 


em out of the Pack whilſt they are play 
g which is the ſecureſt Way, and freeſt 
om Diſcovery. 8 - 
LASTLY, they have one moſt egregi- 
Piece of Roguery more, and that is 
ing the High Game at Putt; and this 
to be done but at a ſet Meeting ; and 
erefore on this depends the abſolute 
throw of the Cull that plays, or the 
that is a Stander by. 

Tayris High Game at Putt is thus per- 
n med: The Rook whilſt playing 2 
be- t the Deuces and Treys for the 


* 
lay, 


1 pit 
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Game, and placeth them thus in Order, 


hiding them in his Lap or other Covert l 
fitſt a Deuce, then a Trey, next a Deuce, 


then a Trey, then a Trey and a Trey; 
now — artc, letting fall a Card or ſome o- 
ther Way, as he ſhall think fit, he clays 
theſe Cards fac'd at the Bottom, having 
muffled the Cards before, and bids his 
Adverſary cut, when he nimbly and neat- 
Jy, with both his Hands, joins the divid- 
ed Cards, 
Cards are upwards, and then he deals; 
and leaſt there ſhould be a Diſcovery mad 
of the facing, he palms them as much 2 
Me can, nimbly paſſing the laſt Card. 
Now do the- — ſmile at the 
Goodneſs of each other's Game, one ſhem 
his-to-one, the other his to another; an 
cries, who would not putt at ſuch Cards 
The other in as brisk-a- Tone, ſays, Com 


ſays the Rook? What you da 
ſays the Call; then pauſing. a he e 
Rook ſeems to confult-with his Fri 
who cry, they know not what- to thir 
-on't; five Pound, cries a rooking Con 
derate, on this Gentleman's- Side; the C 


encouraged hereby, cries, ten Pounds more 


and thus the Rook holds him in EN | 
there be- a good Sum of Money on 


Board; then anſuers the Pare of tiff 


0 


and then the Bottom faced 


If you dare. What will you lay of the 
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now ruined Cully. They now play; the 


5 

Call begins with a Deuce, the Rook wins 
„chat with a Trey; the Rook then plays 
Ja Deuce, and the Call wins it with his 
„Trey; then he plays his Deuce which 
vs WH is won with a Trey; thus the Rook wins 
che Day. This Game may be plaid other- 
us Wl ways, according to Fancy: Let theſe and 


the former Cheats be a. ſufficient Warn- 
10-W ing. | | 


cel e e 
1 XI. The Game at & LEE K. 
the Euces and Treys muſt be caſt out as 
em uſcleſs in this Game, they lifting for 


dealing, the leaſt Card deals. The Num- 
ber of Perſons playing muſt be three, nei- 
ther more nor leſs, and moſt frequently 
they play at Farthing, Halfpenny, or Pen- 
„Oleek, which in Play will amount con- 
Widcrably. | | „ - HOLA 
Tre Dealer delivers the Cards by 
our till every one hath twelve, and the 
eſt are laid on the Table for the Stock, 
king in Number eight; ſeven whereof are 
reÞought, and the Ace is turned up; the 


lay med up Card is the Dealer's; and if 
ont be Tiddy turned up, is four a- piece from 
of t to the Dealer. | 
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_- Thx Ace is called 77h, the Knave Tom, 
the four of Trumps Tiddy, Tib, the Ace 
is fifteen in Hand, and eighteen in play, 
becauſe it wins a Trick; Tom the Knave 
is nine, and Tiddy is four, the fifth Tows- 
ſer, and ſixth Tumbler, which, if in Hand, 
Towſer is five, and Tumbler ſix, and fo 
double if turned up, and the King and 
Queen of Trumps is three. | 
HE eldeſt Hand bids for the Stock in 
Hopes of bettering his Game, though ſome- WE | 
times it makes it worſe: The firſt Penny 
you bid is twelve, thirteen, and ſo on; 
If at ſixteen they ſay, take it, and none wil 
venture more for it, he is bound to take 
it, that is, taking in ſeven Cards, and put- 
ting out ſeyen in their Stead, and muſt 
pay beſides eight to one, and eight to 
the other of the Gameſters for buying, 
if any odd Money be given, as fifteen, 
ſeventeen, or the like, the eldeſt Hand 
uſually claims it, or elſe it is given to the 
Box; but if he have Mournival, Gleek, o 
Tiddy in his Hand, after he hath taken 
in the Stock, he bates for them all, and ſo 
12 may gain by it, if he have a good 
and, and pay for his buying tWůo. 
HERE yon muſt note, that if Tb be 
turned up, it is. fifteen to the Dealer 
n reckoning after play, but he muſt no! 
make uſe of it, in play, being the Aw | 
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Card, for then it would make him eigh- 
teen, "becauſe it would win a Trick, which 
is three more. 

NEXT you ſpeak for the Ruß, and he 
that hath moſt of a Suit in his Hand wins 
it, unleſs ſome of the Gameſters have 
four _ = then he =_ the of 
though you have never ſo many of a 
; Suit in Laces Hand. If any wins a Ru 
nend forgets to ſhow it before a Card plai 
ehe loſeth it, and he that ſhews any for 
m a Ruff after, ſhall have it. 6 
i Tre firſt, or eldeſt ſays, II vie the Ruff; 
the next ſays, [II fee it, and the third, 
PII] fee it and revie it; 1 77 ſee your Revie, 
lays the firſt, becauſe he hath as many in 
his Hand as another; the Middle pro- 
bably ſays, II not meddle with it ; then 
they ſhew their Cards, and he that hath 
moſt of a Suit wins Sixpence, or Far- 
things according to the Game of him that 
holds out longeſt, and four of the other, 
that ſaid he would ſee it, but after re- 
fuſed to meddle with it; but if any of 
the three Gameſters ſays he hath nothing 
to ſay as to the Ruff, he pays but a Far- 
„thing, Half-penny, Penny, according as 
the Game is aforeſaid ; and if the el- 
„ eſt and ſecond Hand paſs the Ruff, the 
= youngeſt hath Power to double it, and 
E 3 then 
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then it is to be plaid for the next deal, 
aud iſ any forgets to call for the double 
Ruff, it is to be for the next Deal af- 
ter that. 

SOMETIMES one of the Gameſters hay- 
ing. all of a Suit in his Hand, bids high 
for the Ruff, and the other having four 
Aces is reſolved to bid higher, ſo chat it it 
ſometimes amounts to ſixteen and more, 
then 1 J fat it and revie, faith one; IU 
fee it aud revie, faith another, that is eight 
to the Winner, and all above is but two 
a Time, as it may be, they will fay, T 

ſee it | and revie it again, and I'll ſee that 
— revie — in, 93 = which 
evying reckon but two, 
— 1 is once come to eight; but 
he that hath the four Aces carricth it 
clearly, c. as aforeſaid. 

BouxING or Bidding for the Ruff, is 
when you are in likelyhood to go in for 
Mournival Gleek, or Tockeaſa of Trumps, 
that ſo if you have bad Cards, you may 
fave your Buyings 'and your Cards too, 
whereas otherwiſe you may loſe all. 

Ir you call for either Mournival or 
Gleek, and have lay'd them out in the 
Stock, if you be taken in it, for forfeit; 
double What you receive. 

SOMETIMES out of Policy, or a Va- 
pour, they will vie when they * 

ve 
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above thirty in their Hands, and the reſt 
may have forty. or fifty, and being afraid 


to ſee it, 1 firſt many Times wins out 


of a meer Bravado, and this is good play, 
though · he achuaint you with it here- 
after. a 

A Mournival of Aces is eight, of Kings 
ſix, of Queens four, and a Mournival of 
Knaves two a-piece. 

A Gleek of Aces is four, of Kings 
three, of Queens two, and of Knaves 
one a-piece, from the other two Game- 
ſters. 5 a | 

A Mournival is either all the Aces, 
the four. Kings, Queens or Knaves; 
and a Gleck is three of any of the 'afore- 


= * ' 


HRE note, that twenty two are your 
Cards ; if you win nothing but the Cards 
that were dealt you, you loſe ten; if 
you have neither 7b, Tom, Tiddy, King, 
Queen, Mournival nor Gleek, you loſe be- 
cauſe you count as many Cards as you had 
in Tricks, which muſt be few, by Rea-- 
fon of the Badneſs of your Hand; if you 
have Tib, Tom, King, Queen of Trumps: 
in your Hand, you have thirty by Ho- 
nours, that is, eight above your own 
Cards, beſides the Cards you win by them 
in play. If you have 'Tom .only, which is- 
is nine, and the King of Trumps, which 

| E.4. three, 
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three, then you reckon from twelve, thir. 
teen, fourteen, fifteen, till you come to 
two and twenty, and then every Card wins 
ſo many Half-pence, pence, Ge. as you | 
play'd for; if you are under two and 
twenty you loſe as many. * F 
| HERE note, that before the Cards are 
dealt, it is requiſite to demand, whether , 
the Gameſters will play at Tiddy, or leave 
it out, it being a Card that is apt to be 
forgotten; and know that it is look d up- 
on as very foul play to call for a Gleek 5 
of Kings, Aces, Queens or Knaves il , 
when the Perfon hath but two in his v 
Hands. If you diſcard wrong, i. e. lay 

out but five or ſix Cards, if you call Wl, 
for any Gleek or Mournival, you lok Ill ; 
them all, if it be found out that you dif- t 
card. Let this ſuffice for this noble and ill 
delightful Game or Recreation. - Wh: 


EEETEETRETRES I 
XII. 4 Game at ALL-FOURS, 


" A LEFOURS is a Game very much 
play'd in Kent, and very well it 

may, fince from thence it drew its firſt 
Original; and although the Game may be 
look'd upon as trivial and inconſiderable, 
| yet 


The Game at All-Fours, 8 
yet I have known Kentiſh Gentlemen, and 
others of very conſiderable note, who 
have plaid great Sums of Money at it, 
yet that adds not much to the. Worth 
of the Game; for a man may play away 
an Eſtate at One and Thirty; as I knew 
one loſe a conſiderable Sum, at moſt, - at 
three Throws. n 03. IRIS 
Tuts Game, I conceive, is called, All. 
Fours, from Higheſt, Lowe, Jact and 
Came, which is the Set as ſome play it; 
but you may make from ſeven to fifteen, 
or more, if you pleaſe, but commonly ele- 
THERE are but two can play at it at 
a Time, and they muſt lift for Dealing, 
the higheſt Putt-Card deals, who. delivers 
to his Adverſary three Cards, and to him- 
ſelt the like, and the like again; and 
having ſix a-piece, he turns up a Card 
which is Trump; if Jack (and that is 
any Knave ) it is one to the Dealer. 
Ip he, to whom the Cards were dealt, 
after Peruſal of his Game, like them not, 
he hath the Liberty of begging one; if the 
Dealer refuſe to give one, then he deals 
three a- piece more; but if he then turns 
up a Card of the ſame Suit, he deals 
rther till he turns up a Card of another 


Suit. 
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HRE note, that an Ace is four, x 
King is three, a Queen is two, a Knan 
* a Ten 4. ten. F- 

W you nm play down your ard, 
but to what Advantage I cannot here pre- 
obe ir x maſt be according to = Cards 
Jou have in your manage 
| Judgment, to the beſt Advantage. TY 
HIN play'd your Cards, you rec 
| kon, if you are "Higheſt and Loweſt, of 
what is Trumps, you reckon two ? if you 
are only Higheſt but one, and the like of 
| Jack and Game; ſometimes you are High 
eſt, Loweſt, Jack and Game, and ther 
vou muſt reckon four ; the Game is be 
that tells moſt after the Cards are play d 
and therefore a Ten is a very fignifica 
Card, which crafty Gameſters know ſo wel, 
that they will frequently take out of: 
Pack of Cards, two Tens, and hid: 

them contrary to the Knowledge of the 
other, which is a great Advantage to thi 
Foul Player, if he play of the ſame: Sui 
_ of theſe Tens, he hath abſconded ; for i 
- muſt of neceflity ſecure him from lofiny 
: the, Game. 

HRE vote, That he that wins 
wins one alſo; and furthermore obſerve 
that for Advantage reneging is allowablc 


if you have Trumps in | your Hamil 
Kar, it. 


NI 
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THERE is another Sort of All Fours 
called — as at which they 
play One and I hirty up; and in this Game 
the Dealer hath a great Advantage, for 
if he turn up an Ace, it is four, a King 


three, a Queen two, and a Knave one; 


and theſe are the fame alſo in Play. A 
Ten is __ beſt: Card for making up. 


e DN ao ts 
xill, FIVECARDS. 


Ive-Cards is an Iriſþ Game, and is: 
much play'd in that Kingdom, and 
that for conſiderable Sums of Money, as 
All-Fours is play'd in Kent, but there is 
little Analogy between them. 

THERE are but two can play at it, and 
there are dealt five Cards a- piece. The 
leaſt of the Black, 
Red wins. The Ace of Diamonds is the 
the worſt of the whole Pack, unleſs it 
Prove to be Trump. 

THE five Fingers (alias, five of Trumps) 
is the. beſt Card in the Pack; the Ace of 


Hearts is next to that, and the next is the 
Ace of Trumps, then the Knave, and the 


reſt of Cards are beſt according to their 
"as in Pips, or as they are 'Trumps. 
BEFORE 


and the moſt of the © 
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BEFORE you play ask whether he will 
frve it, if he ſpeaks affirmatively turn up 
the next Card of · the Pack under that firſt 
turned up, and that muſt be Trumps; if 
not play it out: He that wins moſt Cards 
wins five, but he that wins all, wins ten. 

OBSERVE, that the Ace of Hearts wins 
the Ace of Trumps, and the Fivyetfingets 
not only wins the Ace of 'Trumps, but 
alſo all other Cards whatever. 
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XIV. Of a Game called, COSTLY. 
DE COLOURS. "4 


FHs Game is to be plaid out only 
by two Perſons, of which the eldeſt 
1s to play firſt as in other Games. You 
muſt deal off three a-piece, and turn up the 
next Card following; then the eldeſt is to 
take his Choice whether he will Mogg 
(that is change a Card, or no) and who- 
ever refuleth is to give the other one 
Chalk or Hole, of which generally three- 
ore and one makes the Game. Then 
muſt the eldeſt play, and the other, if he 
can, muſt make it up fifteen, for which 
be ſhall ſet up as many Holes, or Chalks, 
as there are Cards upon the Table; fo 


Ukewiſe for fire and twenty, and alib 2 
Nein | many | 
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The. Game called Coftly-Colours, 85 
many Cards as are plaid to make up thir- 
ty, no more or leſs, ſo many Chalks may 
be ſet up who play'd laſt, to make up one 
and thirty ; and if one 'and thirty be not 
made, then he that play'd laſt, and is 
neareſt one and thirty, without maki 
out, muſt ſet up one, which is called, ſet- 
ting up one for the latter; 2511710 

'Tr1s being done, the eldeſt muſt ſhow 
how many Chalks he hath in his Hand 
to ſet up, and after him the youngeſt, 
which they muſt ' reckon in this Manner, 
taking notice both of the Colour and Num- 
ber of Pips upon the Card turned up, as 
thoſe -in their - Hands, ftill reckoning as 
many for all the fifteen and five: and twen- 
ty as there go Cards to make the Num- 
ber; and if you have it by Chance in your 
Hand, and with the Card turned up, one 
and thirty, then you muſt. ſet up four 
for that: Jou ' muſt | alſo ſet. up. if you 
have them in your Hands, or can make 
them ſo in the Card turned up, as fol- 
loweth, two for a Pair, be they either 
Coat-Cards, or others; two for a Knave, 
and if a Knave of the ſame Colour and 
Suit of the Card turned up, then you muſt 
ſet up four; and ſo for a Deuce four, if 
it be of the ſame Colour turned up: If 
you have three of a Sort, either Three, 
yon 
muſt 
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muſt ſet up nine, and this is called a Pair 
Royal: Now if they are all either Hearts 
Diamonds, or the like, then you muſt ſet 
up fix for Coftly-Colours. It you have 
three of a Colour, you can reckon but two 
for Colours. | 
-  WHOSOEVER dealt, if he turned up 
either Deuce or Knave, he muſt ſet y 
four for it; as for Example, imagine you 
had dealt your Adverſary three Cards, 
viz. the Five of Hearts, four of Hearts, 
and eight of Hearts; to your ſelf the 
Deuce of Hearts, ſeven of Clubs, and 
nine of Hearts. Laſtly, you turn up: 
Card, which is the ve of Hearts, 
For which you muſt ſet up four; then 
-becauſe he will not ask you to change 
one, he gives you one, which you muſt 
ſet up, and then he plays; ſuppoſe it 
be tis Five of Hearts, you then play 
your Seven of Clubs, which makes twelve, 
then he plays his Eight of | Hearts, 
which makes twenty ; then you- play 
your Nine of Hearts, which makes twen- 
ty nine; and becauſe he cannot come in 
with his Five of Hearts, you muſt play 
your Deuce of Hearts, which makes 
you one and thirty. For your Five 
you muſt ſet up five, then he muſt ſet 
up what. he hath in his Hand, which 
| you ill find to be but fit, for he hath 


Bone-Ace. 87 
dit nothing in his Hand but Cofly-Colours. 
ts Then muſt you ſet up your Games, which 
{MW firſt are two for your Nine of Clubs, and 
e Nine of Hearts, which make fifteen, 
then that Fifteen, and the Knave turned 
up, makes five and twenty, for which ſet 
up three; then for your Deuce of Hearts, 
which is the right, ſet up four, -and three 
for Colours, becauſe you have three of 
a Sort in your Hand, with that turned 
up; now theſe, with the Five you got 
in playing for thirty one makes you, this 
Deal, with the Knave turned up, and the 
Cards in your Hand, juſt twenty. Many 
other Examples I might give you, but 
that it is needleſs, ſince this one is ſuf- 
ficient to direct you in all others. And 
thus much for Coſtiy-Colours. 
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M HIS Game you may look on as 

trivial, and very inconſiderable, and 
ſo it is by Reaſon of the little Variety 
therein contained, but becauſe J have ſeen 
Ladies and Perſons of Quality have play'd 
at it for their Diverſion, I will briefly de- 
ſcribe it, and the rather becauſe it is a 
licking Game for Money. 


THERE 


85 Wit and Reaſon. 


_ THERE are ſeven, or eight (or as ma- 
ny as the Cards will permit) play at it at 
one time. In the liſting for dealing the 
leaſt deals, which is a great Diſad vantage; 
for that makes the Dealer, youngeſt 
Hand. 

THz Dealer deals out two to the firſt 
Hand, and turns up the third, and ſo 
goes on to the next, to the third, 
fourth, fifth, &c. He that hath the big- 
geſt Card carries the Bone, that is, one 
half of the Stake, the other remaining 
for the Game ; now if there be three 
Kings, three Queens, three Tens, Ge. 
turned up, the eldeſt Hand wins it. 
Here note, that the Ace of Diamonds is 
 Bone- Ace, "and wins all other Cards what- 
ever. Thus much for the Bone ; after- 
wards the neareſt to one and thirty wins 
the Game, and he that turns up, or 
draws to one and thirty, wins it immedi- 
ately. 
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xvi. WIT and REASON, a 


Game ſo called. 
W and Reaſon is a Game which 


ſeems very eaſy at firſt to the 


Learner, 
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Wit and Reaſon. 89 
. Leamer, but in his Practice and Obſer- 
at vation ſhall find it otherwiſe. It is a 
je Came ſomething like one and thirty, and 
bs plaid after this Manner. hn 
+ i 1 Two playing together, the one hath 


all the red Cards, and the other hath the 
t I black: Then they turn up Croſs, or Pile, 
o who ſhall lead; for the Leader hath a 
d, great Advantage over the other, as ſhall 
g. de demonſtrated 
de YOU are not to play a Ten firſt; for 
8 if you do you ſhall certainly loſe; for one 
de nnd thirty, being the game, he that firſt 
> comes to it wins; now ſhould the Leader 
t. I play a Ten, the Follower will play ano- 
is ther Ten, that makes twenty; let the 
+ Leader then play any Thing next, the 
r. Follower will be fure to make it up one 
or HE that hath the Lead, if he play a 

Nine, may certainly win the Game, if he 


look about him; ever remembring to get 
firſt to twenty, without ſpending two of 
one Sort, as two Deuces, two Treys, two 
Quaters, Sc. otherwiſe you will loſe: As 
for Example, you play a Nine firſt, your 
4 © Adverfary plays a Deuce that makes ele- 
PF ven, you play a Nine again, and that 
makes twenty; thus you have plaid but 
both your Nines, wherefore your An- 
tagoniſt plays a Deuce, now you can play 

on 


80 Wit and Reaſon. 

on no Card but he wins; for it you play 
an eight (for you cannot come in with 
your Ten) and you have never a Nine, 
then he hath an Ace for one and thirty; 
ſo if you play a ſeven, which makes 
Nine and Treaty, he hath a Deuce re- 
maining to make up one and thirty, and 
ſo you may obſerve in the reſt of the 
TAKE this for a general Rule, that 
you have a very great 8 fetch 
ing out, by Play, any two of a Number, as 
aforeſaid; as two Fives, two Sixes, tuo 
Sevens, Sc. wherefore you muſt not play 
raſhly, but with due Conſideration, arith- 
metically grounded to make u à cextam 
Game of one and thirty. T0 conclude, 
he that hath the Art of playing well at 
One and Thirty, with Cards, that is, by 
naming ſuch a Number, at firſt, and pro- 
ſecuting it by ſuch Addition of others, 
that your Adverſary cannot think of any 
Number, but what ; ſhall be your Game; 
I Ray, ſuch a Man is fitteſt. to play at 
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i XVII. A Paſtime called, The ART 
% of MEMORY. 


=] HIS Art of Memory is a Sport at 
T which Men may play for Money, 
ay but it 15 moſt commonly the Way to 
play the Drunkard. It is the beſt when 
many play at it; for with few it is no 
Sport at all ; for Example, as many Per- 
ſons as do play, ſo many Cards trebled 
muſt be thrown. down on the Table, with 
their Faces upwards; which. every. one 
muſt take notice of, and endeavour to re- 
giſter them in his Memory. Then the 
Dealer muft take them all up, and fhuf- 
fung them, after cutting deals to every 
one three a- piece. 

THe firſt it may be calls for a King, 
which muſt be laid on the Table, with 
his Face downwards by him that hath it. 
in his Hands; the next it may be calls 
tor a Ten of Spades, .which muſt wa laid 
down in like Manner, and fo it goes round 
now if any one calls for what is — laid. 
down, if they play for Liquor, he oſs” 
then drink a Glaſs ; if for Money, he mult, 


4 pay a Farthing, Half Penny, or the 
ike. 


Tris 


K * 


92 Plain. Dealing. 


Tris Sport wholly depends on the 
Memory; for want of which a Man my 
loſe at this Sport, his Money, or his Us 
derſtanding. | | 
ZIZSHSSSS SSD SSS SS 81 

XVIII. A Game called P L A IN: 


DEALING. 


H E that deals hath the Advantage d 
this Game; for if he turn up th 
Ace of Diamonds he cannot loſe : Io hi 
Adverſary he delivers out nine, and bu 
three to himſelf; then are the Cards plail 
0 the-beſt of Trumps, or 6 
ther Cards wins and but one to be got- 
ten at a Deal. I cannot commend this 
Paſtime for its ingenuity, and therefore 
only name it, becauſe we treat of Game 
in general. 


XIX. 4 Game caled, O UE EN 
ir NN 


e may as many play at it 
1 as the Cards will allow of, five 


Cards 
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Cards are dealt to every Player; the 
Queen of Diamonds is Queen Nazareen 
and he that hath it demands three a-piece 
of every Player. The Knave of Clubs is 
called Knave Knocher, and he that 
has it challengeth two a-piece. If Wo- 
men play among Men, it 1s cuſtomary for 
Knave Knocher to kiſs Queen Nazareen. 

LASTLY, he that lays down a King, 
the laſt Card that is play'd, challengeth 
one, and begins again; and he that hath 
firſt plaid away his Cards demands as 
many Counters as there are Cards in the 
Hands of the reſt. 


eee ee ee e 


XX. A Game called PENNE ECH. 


Aving dealt ſeven Cards a-piece, 

turn up a Card, and that is Trumps. 
The: Ace and Coat-Cards of Trumps are 
thus reckoned, the Ace is five, the King 
Four, the Queen three, and the Knave 
two. i | 


HAVING play'd, he that wins the firſt 


Trick turns up another Card, and that is 
Trumps ; and ſo every Trick produceth 
a freſh Trump, till all the ſeven be Ron 


Penneech. 138 
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Penneech. 


Now if it ſo happen, that what is tum- 
ed up proves an Ace, or Coat-Card, that 
is a great Advantage to him who won 
the laſt Trick; for if it be an Ace turn 
up, then he reckons five, if a King four, 
if a Queen three, as aforeſaid. | 
AFTER all the ſeven Cards be playd 


(which at firſt are dealt one by one) he 


that won the laſt Trick turns up a Card, 
and if it prove Ace, King, Queen or Knaye, 
he reckons for it accordingly, as aforeſaid. 
IF the Seven of Diamonds be turned up 
that is Pemeech, and is reckoned four- 
teen turned up, but it is but ſeven in 
Hand, and not that neither, unleſs Dia- 
monds be Trumps ; if it be Trump, it is 
the higheſt Card, and wins all others; if 
it be not Trump it wins all Diamonds. 
LASTLY, Having play'd out all the 
fourteen Cards betwixt you, count how 
many Cards you have more than your 
own ſeven at firſt dealt you, and for e- 
very Card reckon one, and ſo you mult 
reckon on with the Value of your Coat- 
Card Trumps, with Penneech turn'd up, or 
in Hand, till you come to fixty one, 
which is the Game. 
HERE note, if you have neither Ace 


nor Face, you - may throw up your Game 


and deal again. . 
* XXI. POST 


xxl. POST aP AIR. 


OST and Pair is a Game on the 
Cards very much play d in the Weſt 
rd, of England, as All-Fours is 28355 in I 
ve, or Fives. in Ireland. 

nd, TH1s Play depends much vpon i 
up, ſo that ſome may wm very Gußderabß, 

ur- who have the boldneſs to adventure much 
in 8 the Vye, although their Cards are 
ia · Wl very indifferent. 

You muſt firſt ſtake at Poſt, then at 
Pair; after; this deal two Cards a-piece, 
then ſtake at. the- Seat, and then deal the 
third Card about. The eldeſt Hand may 
paſs and come in again, if any of the Game- 
ters vye it; if not, the Dealer may play 
it out, or double it. 

ThE Ace of Trumps, as at Ruff and 
Honours, is the beſt Card of all, and ſo on 
of the reſt in order. At Poſt the beſt 
Cards are one and twenty, .viz, two Tens 
and an Ace, but a Pair Royal wins all; 
both ' Poſt; Pair and Seat. Here note, 
that he, who - hath- the beſt Pair or the 
beſt, Poſt, is the Wirner. A Pair is à 
Fair of any two, as two Kings, two 


Queens, 


96 — 
Queens; c. A Pair Royal is of three, 
as three Kings, three Queens, Cc.  'The 
Vye is what you pleaſe to adventure up- 
7 the Goodneſs of your own Hand; or 
TEE t be bad, and you imagine your: Ad. 
verſary's is ſo likewiſe, then bid high cou- 
s, by which Means you daunt you 
Antagoniſt, and ſo bring him to Sub. 
miſſion. 

Ir all the Gameſters keep in till al 
have done, and by Conſent ſhew their * 
Cards, the beſt Cards carry the Game. 
Now according to Agreement thoſe that tag 
keep in till laſt, may divide the Stakes 
or ſthew the beſt Card for it. 
*- OBSERVE, Where the Cards fall in MW* 
ſeveral Hands of the ſame Sort, as a Pair, 
or Pair-Royal, and lo On" as _ 
Hand carries Wis 5.11 


TE SEEDS Teas 


u. BAN R AFA LE I. a: 
Game on the Cards ſo called. 


HE Cards muſt be cut into as * 


Heaps as there are Players 
more, "on on pleaſe, and eve LM 5 205 k 
as ance; — on his own . ? 


* 
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. on ' 
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inks ft, or on the ſupernumerary Heaps. 
80 many as the Dealer's Card is inferior 
o, ſo many he pays; ſo many as his 
ard is ſuperior to, ſo many he wins from. 
THE belt Card is the Ace of Dia- 
monds, the next to that the Ace of 
Hearts; ; thirdly, the Ace of Clubs; and 
altly, the Ace of Spades, and fo the reſt 
f theſe Suits in order, according to their 
egree. The Cheat lies in ſecuring an... 
ce or any other good ſure winning ‚ 
ard; and if you mark the Cards afore- 
und, ſo as to know them by the Back- 
de, you know how to make your Advan- 2 
age, 4 
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XXII. BEAST. 


T is called by the French, La Bett, 
and is play'd by them after this Man- 
r, The beſt Cards are King, Queen, 
d fo forwards. They make three Heaps, 

e King, the Play, and the Triolet. | 
To every one is dealt five Cards, (they 
ay play three, four, five, or more ) as 
k. | Tench Ruff, with the ſame Rigour; 
wa F befors 
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before che Cards are dealt, every one ſtake 
to the three Heaps. He that wins moſt 
Tricks takes up the Heap that is called 
the Play: He that hath the King takes 
up the Hits ſo called ; and he that hath 
three of any Sort, that is, three Fours, 
three Fives, three Sixes, and ſo fourth 
takes up the Triolet. 


| Tnus much for the Games on the 
CarDs; but for the Reader's further 
Entertainment, we have now firſt added 
ſome diverting Fancies, and Tricks upon 
the ſame ; which may be ſeen in a Sup 
 Plement Mme intel following the Ganz 
at Billiards. 
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G within the Tables: 
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L The Famods Game, called, VE R. 


; LUE RE. 

C | 0 
«MP HIS 3 our moſt famous 
ed Gameſters will tell you, came origi- 


MN nally from Holland, and is ſaid to be the 
only noted Game, upon the Tables, that 
n they practice and is good, it being uſual 

and common amongſt them, to learn it in 
their Intancy, or Childhood, by that ear- 
y Beginning to become greater Proficients 
at their Maturity, and be the better able, 
when they are divertively engaged, and 
their Buſmeſs will allow Leiſure, to excel 
and over- reach one another. The Manner 
of the Game, as they play it there, or as 
we here in England, who have alſo learn- 
ed to be Proficients at it, is after this 
Manner. 

ALL the Table Men are placed on the 
Ace. Point, where you ſet the two Men 
r Back- Gunmen; and as at that Game 
bring em round into your own Tables, 

but with: different Gireumſtances, - as by / 

ICE Ks „ 


me 


- eo; Ie Game of Verquere: a Wo. 
further Inſtructions will appear; for: in 
the firſt Place, you are not allowed to 
make a Point in either of your Tables, 
next your Adverſary, the further Ace- 
Point excepted, for there you may do it 
as your Ingenuity and Diſcretion does 
beſt diret you; but you may take as 
many Points in your own Tables as you 
think good, to advantage your own Game, 
and by ſo doing, to hinder your Adver- 
ſary. from approaching you, or by the 
Luckineſs or Fortune of his Fhrow t 
get the better of irt. 
Ix the next Place then, you are to ob- 
ſerve, that this Game is commonly play'd 
double and ſingle; the double is called 
Jobn, which is a particular Benefit that 
pur. Adverfary gets upon you, if his 
ack: in throwing be extraordinary; but 
in ſuch a caſe you can never be John d, ex- 
cept you have more Men than you can 
enter pon fix Points, that is to ſay, ſe- 
ven men, which is one more, as is eaſily 
obſerved, than your Points will bear; 
and in ſuch a Ge you muſt yield the 
Double, and conſequently your Game is 
in Danger to be loſt. IST. + | 
\No'TE,; that tho' you always point as 


your Caſt afferds you: Convenience, and 


to che beſt Advantage of your Game; yet 
You cannot enter two Men upon any Foul 
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and in that Particular this famous Game 
of Verquere is ſingular from others, that, 
either abroad or here, are known upon 
the Tables;t 175 303 2390197 05 et e. 
. You play Donblets, and at laſt bear 
away all your Men, as at Bact-Cammon, 
and the Art is in managing your Throws 
to make your Game proper; for this, 
whiltt your Adverſary, by ill throwing, or 
indifferent Management, lags behind, is 
very: convenient / for you to be skilled at. 
Note alſo, that when you have more Men 
to enter, than you have opened Points 
to receive them, you are to let your Ad- 
cnſideryble Space of Time, wei by play: 

iderable Space of Time play- 
ing luis Men {mids e nj 
as. poſſible he can to gain the. Prehemi- 
nence, and put back your. Game) he 
makes Room for you by a Vacancy; 
elſe perhaps, the Nature of;;this Diverſion 
15 ſuch, that the Same may hold out a 
Month, or Lime out (of Mind, there bo- 
ing no Poſſibiſity of going on, till you 
have the Privilege , by his opening the 
Paſſage for you on the Tables, to enter 
your remaining Men. 
3 | NOTE reg chat if you, hit any of your 
and Adverſary's Men, by a fortunate Caſt of 
yet your Dice, and that he has the favourable 
= Fortune, preſently after, to hit you again; 

| F 3 | in 


102 Grand. Tricktrack. 
in ſuch a-Caſe, which indeed is not very 
common at this Game, if there be not 
Room for you to enter in his Tables, nor 
for him to perfect the Advantage of ©his 
Throw, to enter in yours; it is the Na- 
ture of this Game, that you muſt loſe it 
double, you being the firſt; to - throw. 
| This, an the reſt of the Accidents of 
Herguere, are like midſt of the reſt on 
the Tables, preſently to be explained and 
underſtood, by —_ Occaſiom to ſee 
1 ©. en MR 10 
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II. Je Alle ed Cann (Game at 
Iles, called « RAND-TRICK 
TRACK, | 


1* as II m Informed! by” che Sl 
at / theſe Diverſſons, and ſuch as hay 
ſearched into its Original, a French 
vention; and moſt commonly uſed by Pe: 
bons of the firſt Quality, it being in Re 
pute, ſecond to the hereafter mentions 
difficult and Roy al Game at Cheſt, 

To lead \the' Reader then e js 
Knon e of this Matter, he mult” f 
be informed, that the 'Table-Men are tt ] 


be placed on the Side of the Tables, ex 0 


ai 
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altly av they are at the Game hereaſter-· men- 


f tioned, called Tick-Tack. Next then it is 
x to be obſerved, that beſides the Table- 
Men, with which you play, there are 
a. Ml three other Pieces to be uſed, called 
ir Markers, whether Half Crowns, or Halt- 
wn. pence, or any other Coin; the uſe of 
of W which three Pieces, or Markers, is as 
on Wl follows : 5 | 

nM Tux are to mark the Throws of your 
fee Dice, on the Points of your Tables, that 
TY are Advantagious to you: For Example, 


— 
— * * 
1 


Wl Toots, in three Caſts, or Throws, you 
8 mark with one Marker four. 
Task pie twelve Holes on the Sides 
of your Ta 

the uſe of this Game: Note then, that 
twelve Marks gained on the Points of 
your Tables, make an Hole, and twelve 
Holes make up the Game, if you agree 
to it, elſe leſs or more; if you fill up your 
Points, for every ſingle Throw on the 
Dice, you make four, and for Doublets 
fix, and may hold your Game as long as 
you think convenient, that is, play on 
without breaking up yoyr own, and your 
Adverſary's, if you believe you ſhall get 
no Advantage by beginning agan. 


Ir you hold, with your double Men in 


146i 
ha 
"I 
Per- 
Re. 
oned 


che 


re te 

„ EX 
2 . 
aftl F 4 Point, 


If in your firſt Tables you make ſingle 


tes, with Pegs in them, for 


your Tables, before you can make a 


, 
| 
| 
| 
| 
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Point, and your Adverſary cannot fill his 
Tables, you are obliged with your Man 
to paſs over-into his Tables, tho' it be 
commonly a Diſadvantage 3 but if he 
throws ſo well as to fill up, then it alters 
the Matter, and you cannot pals. Note, 
that when you have marked twelve with 
your Marker, which, as I faid before, 
makes up one Hole, you may go off 
break up your Tables, and begin again, 
provided you have the Dice, or elſe you 
cannot. 

Ir in playing this Game, you touch a 
Man raſhly, as intending to play it, and 
think to ings, it for another ; the Seve- 
rity in this Caſe, is as ſevere as at Tick 
' Tack, and you are . obliged to play it 8 
you before intended. 

Norx, that as to thoſe Men that arc 

obliged to paſs over into the Adyerſs- 

A s Tables, if he hits them, he marks 
us: 

For every 7 ay; Throw, four, for 
Doublets fix; if at any Time, h 
your good Fortune in chroviltiz vou can 
mark, over and above twelve, you ruſt 
'then mark a Hole, or elſe two, if you £0 


double, and the Overplus 1 1s 
called, 70. the Good, gel you don't if 


break your Game: Tou cannot go off, 
nor break your Tables, by Your ver: 


ſary's 4 
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lan fary's Throws. And note, that if you 
be chance to make more or leſs than is right, 
he If it is in his Power to take the Advantage, 
ers put you back, or oblige you to mark full. 
te, This 1 iS the Beginning of the Game, and 
ich what is moſt. conſiderable in your firſt 
re Tables. 
of No w, as to your Adverſary's ſecond 
in, Tables, for every man you hit of his 
you with a diele Die, you mark but two, 
and for Douhlets, ſour; tho in his firſt 
Tables, four for each fingle Die, aud ſix 
for Doublets. 

Ir you chance to- hit a Blot or two 

Rn; Adverlary's Tables, and cannot 
paſs, by Reaſon of his Men ſtanding. in 
your Way, and hindring you; it is al- 
lowable for him to take tlie Advantage of 
marking by your own. Throws in both 
Tables, as before mentioned. 

THE Ace-Point of both Corners i in the 
cond, Tables, which we take, and ver 
nuch advantage our Game with at ici 
ent, by making a double Game, cannot 
nut be divided here, nor fill the Corners as 
| t that Game; tho in Lieu of that Con- 


FR 10 

| 6 erence, , if the Dice favour, for each 
ont Sie Caſt you mark four, and for Doub- 
off, Nets fix... | 
ver- THEN as to that Part of the Game, 
iry's Fed Gens des Retour, or the Back-Game, 
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which is the latter Part. Next, beating 
off your Men, as is uſed at Back-Gam- 
mon, you play your Men as faſt as yon 
can into his Tables, endeavouring to fl 
up the Points, as at the Fore-Game, which 


being done, you bear off your Men or 0 
Iy there is one Diſtinction between thin 
and Back-Gammon (noted before ) that of 
Doublets, thrown at the laſt Caſt, gif fer 
conſiderable Advantage to the Gameſteſ di. 
there; it is here of no Value, nor ghet. 
any Addition to the Throw. ſte 
Nor, that if at any Time you bref, 
up your Tables, and diſorder your Mee 
except by gaining twelve Points you cpr 
mark a Hole; it is in your Adverſary 


Power to oblige you to hold your Gam 
on till, and to play all the Table-Me 
you have ſo touched and diſordered t 
his own Advantage. 
NoTE alfo, that we diſtinguiſh the ſ 
gle from the double, in this Manner; WW. 
your Adverſary, by his ill Fortune! 
throwing, has no Points on his Table 
marked, altho* your Throw is ſingle, 
ſtill you may mark a double Point; b 
if otherwiſe he has ſuch good Luck by 
Dice, to have any Point to mark, thay 
he comes double, which you are to ta 
off again, if you can hit him. 4; 
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ll THESE are all the Paſſages that are con- 
an aderable in this Courtly and much uſed 
youll Game of Grand-Trickirack, which, tho', 
i eaſily to be comprehended, by thoſe who 


divert; themſelves with playing, often at 
"Tables, and eſpecially ſuch who have. any 
cn Inſight into the under-mentioned Game 
t 2 of 73ck-Tack, of which this Game is ob- 
W irved to make a Compleatment, by ad- 
ere ding more Parts and Embeliſhments; yet 
W the moſt ready Way for a young Game- 
ter, who is deſirous to learn it, is to ſee 
two that are skilful play at it, and then 
taking notice of theſe Inſtructions, he will 
preſently be led into the Secret. | 


With bh dg bah. d · xc 
NI. Of IRIS H. 


RIS$H is an ingenious Game, and 


. requires a grear de el Skill co. play 
ne r well, eſpecially the Aſter-Game. It is 
[ableſWot to be learned otherwiſe than by Ob- 
e, ration and Practice; however I ſhall 
; b ishtly touch heren. 

b TE Men which are thirty in Num- 


Per are equally divided between Pei and 
our Adverſary, and ate thus placed, two on 
the Ace Point, and five on the Sice of Your 
et Hand Table, and three on the coy | 
g — 
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and five on the Ace Point of you you r right 
Hand Table, anſwered on the like Point 


1 $f Adverkary' s Men, with the fam 


or thus, two of your Men a 

the 50 Point, five on the double Sic 

or Sice-Cinque Point, three on the 

que Point in your own Tables, and fn 

on the Sice Point at Home, and all thek 
pointed alike by your Adverfiry. 

IN your play have a Care of being to 
Torward, and be not raſh in hitting even 
Blot, but with Diſcretion and Conſiden 
tion, move ſlowly but ſecurely ; by whid 
means, though your Adverſary have file 

his Tables, but with all Blots, and yo 
by hitting him enter, you may win th 
Game; nay, ſometimes, though he hat! 
borne his Men all to a very few. | 
*T1s the Part of a prudent Comma 
der, as he leads out his Men to brin 
them home as ſafe as he may; ſo mul 
you have a Care of your en as ye 
are Drug them home Sek an 
not pick d up by the W 
AVE a cial Care 


Fog 
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Fon an After-Game I know not what 
Inſtructions to give you, you muſt here- 
in cruſt: £9: 79 our own Judgm ent, and the 

e 


Chance of che Dice, and * they run low 
for, ſome Time, it will be ſo much the 
better. 12 by O | 


| 7 
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Iv. Of BACKGAMMON. 


4y ous Men are placed as at trifh, | 
and 8 differs but very 
little from it, but in Doublets which at 
this Game is plaid fourfold, which makes 
a quicker Di iſpatch of the Game than 


Iriſh. 


Be ſire to make good your Trey, 


© Ace-Points, hit boldly, and come away 


A Stead. 


off without: Doublets, wins one. 


3s faſt as you can, to which End, if your 
32 4 high, you will make the quicker 


1 EN you come to bearing, have a 
care of making when you need not, and 
Doublets now will ſtand you moſt in 


Ir both bear together, he that is. firſt 


an_—_——— - — — — 
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Ir both bear, and one goes off with 
Doublets, he wins two. —__— 
II your Table be clear before your 
 Adverfary's Men be come in, that 18 
Bact-Cammon, which is three; but if 
you thus go off with Doublets, it 5s 
ſour. | 
FALSE Dice are much uſed at Viſb and 
Back-Gammon, for the Benefit of enter- 
ing, Wherefore have a ſpecial care that 
you have not , Cinque-Deuces, and Quz- 
ter-Treys put upon you, you may quick- 
ly 2 it by the running of the Dice. 
HE Perſon that is cunning at play 
has great Advantage. of a Novice or in- 
nocent Man, which is commonly by top- 
ing or knaping, which by its often Prac- 
tice may be ſuſpefted by his Adverſary; 
then he has Recourſe to Dice, which runs 
particular Chances for his purpoſe, which 
the other being ignorant of, is almoſt an 
equal Advantage with the  fotnier. For 
Example, he provides Dice that runs fis, 
five, four, tis his Buſineſs to ſecure thofe 
Points, ſo that if he happens to furprize 
any of your Men coming home, as it is 
two to one but he does, he does without 
a Kind of Miracle win the Set. 
* *Ts poffible ſottierimbs they may make 
uſe of three, two, Which are the low 
Chances; but that they ſeldom 6.22 
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ich this Reaſon, the high cr forward Points 
being ſupplied, you — enter, if at all, 

ur upon the low Points which keeps ybu back- 

Wards and gives him Advantage. The Ad- 
if W vantage of this Game is to be forward, if 
J poſſible, upon ſaſe Terms, and to point 

* is 3 that wer = A. 3 
ſſible for to paſs, you have 
er- — — till he gives you H- 

ut WM berty, having two to one thy . 
ga- of the Game. F, 
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V. TICKTACK. 


LL your Men muſt tand on the 
Ace-Point, and from thence play 
ch forward, but have a Care of being too 
an forward, or ſo at kaſtwiſe chat Doublets 
or reach you not. 4 
x, M SECURE: your Sie and Cinque-poins 
jfe whatever you do, and break them not 
ze | unleſs it be when you have the Advan- 
is tage of going in, which is the greateſt 
ut Advantage you can have next to a Hit; for 
pour Adverfary's eleventh Point * — 
ke open, you have, it may be, the O 
w  tumty of going in with two of your 
or a ener 


1 


— - 


—— — 
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Hit is but one, and that is, when you 
throw ſuch a Caſt. that ſome one of your 


Men will reach your KN I 

bound, but e e though it hits i 
- will not. paſs, b ealon of 4 Stop in the 
Ns and, ——9 it is nothing. Sometimes 


is good, going over into your Adyer- 
Arp s Tables, but it is pet for an Aﬀer- 


0 
"PLAYING. 1747 at home i is the ſecurel 
win playing at length is both: raſh, and 
unſafe, and be careful of binding your 
Men when you lie in Danger of the E. 
nemy. Moreover, if you ſee you are in 


Danger of loſing a double Game, give 


your Adverſary one; if you can it is bet- 
ter doing ſo than loſing two. 

HERE note; if you fill up all the Points 
of your ſecond Table with your own Men 
you win two, and that you may prevent 

Adverſary from doing ſo (if you are 

m Danger thereof HEN you. can, make 
Tables, and it 3 

ſſible for him to do it. 
HIS is the plain Game of 77 ch-T; uh, 


which is called ſo from Touch and Take, 


For if you gry; =o you muſt play 
Him though to your and if you hit 
your Adverſary =_ 2 the ** 
tage, you are taken with a 'Why-not, 


I is the Loſs of one: Likewiſe if you 


2 ; Are 
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are in, and your Caſt is ſuch chat you 
may alſo go into your Adverſary's ele- 
yenth Point, by two other Men, and you 
ſee it not, Re by Careleſneſs or eager 
Profecation of a Hit, which is apparent 
before your Eyes, you loſe two irrecove- 
rably. , Beſides," it is a very great Over- 
ſight, as your Men may ſtand, not to take 
a Point when you may do it. 

Now ſome play this Game with Toots, 
in N lyers; Toots is, when you 
fill up your. Table at home, and 
there is required ſmall Throws; for if 
ou get over with a * Vun have no 
Benefit of Toots. ; 

BOVERIES is when you Pad a Man i in 
the eleventh Point — 7 — your own Tables, 
ad another in the ſame Point of ** 
Adverſary's, directly anſwering. 

FLYERS, is when you bring a Man 
round the Tables before your Adverſary 
tath got over his firſt Table, to the ef- 
ſecting of which there is required very 
high throwing of your Side, and very low 
throwing of his. 

Muck more might be ald as to the 
Craft of the Play, which cannot be ſo well 
diſcovered as from Obſervation in your 
own or others playing. 
| THERE are ſeveral fooliſh Paſtimes 20 
Wt, Abe plaid in the Tables, which are — 

culous 
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114 Doublets. | 
culous to treat of, whereof I ſhall onh 
mention theſe Three, viz. 
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placed; upon Sice, Cinque an 
Quater there are three Men a-piece, vy 
on Trey, Deuce, Ace, but two apiece, om 
Hx chat throws moſt hath the Beneſt 

of throwing firſt, and what he throws 
he lays down, and ſo doth the other; 
"what. the one throws and hath not, the 
- other lays dom for him to his own Ad. 
vantage; and thus they do til all the 
Men are down, and then bear, but 
not till they are down; he that is dom 
firſt bears firſt, and will doubtleſly win 
the Game if the other throws not Dou 
eis to overtake him; now he that throws 
' Doublets -apace is certain to win, for u 
many as the Doublets are, fo many he lays 
down, or bears; for Example, if two 
Fours, he lays down, or bears Ei ght, and 
ſo for the other Doublets; and therefore 
he that can either nap, top, or hath high 
Runners about him, hath a great Adyan- 
tage herein. 5 r 
ary oo. VIL SICE 


r r 


VII. SI c 5-4 c E. 
IV E may play, at Sic-AC E with 


ſix Men a-piece, they one load ano- 
ther with Aces, Sixes bears only, and 
Doublets drinks and throws again, ſo of- 
3 have ſeen, that * * Lucre 
f a li Shs. þ have reſolyv rather 
o loſe themſelves than a Penny. It is 
mmonly agreed the laſt two, or the laſt 
yo and the en free. 


vere reoeanNe 
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'T K ich= Dol" the firſt inthe and 
and lays down' from the Heap 

Men without the Tables, what is — 4 

it it may be Sice-Dence, if the other 

throw either Sice or Deuce, and draw 
twadem not from his Adverfary's Tables to 
ane fame Point in his own, but takes 
forWthem from the 'Heap, and Rays the Ace 
gh lown, he is dolted and löſeth the Game, 
an- or if he but touch a Man of the Heap- 
. and then recal himſelf, the Loſs is the 
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ſame. Some by frequent Practice will ney 
be dolted, and then they ſtrive who He 
fill up their Tables firſt; which dolif 
he that bears them off firſt hath. won d 
"Game. And ſo much for 10 within d 
© ables. * . 15 


— | 
Games without the Table 


«el {QC 


. Of TN N "and. TNN 


* and Inn is a Game very 
ee et thine, d daft af 
two or three 

his Hand: It is play a with ee Di 

Lou may drop * you will, Sixpenca5 
Shillings; or Guineas; every In wilt: 
drop, and every Inn and [nx you _ « 
- pus af ; ou throw out, if 


dene wing all, if Sm 
[vt hs io Bye, en een en pi 
ther Gameſters, Which they may, e 
divide or throw out for it. Here 1 X 
are to obſerye that Out: is when. you. hail 
thrown no Doublets on the four Pio 
12 is 4 you have Geer * A 
y Sort, 35 2 Aces, two Jet 
ines, 63 c. Im and Inn is, wit : 
you 1— all Doublets, whether all 5 N 


mv 
7 Fe. 


1 
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*, or ocherwiſe, viz. four Aces, four 
euces, or four Ginques; or two Aces, 
o Deuces, two Treys, two Waters, 
two Cinques, two Si kes, Sc. : 
Loox Hartie may be as much and as 
Die as you will from twenty Shillings to 
enty Pounds, and ſo onwards to a thou- 
d, which Battle is not ended till eve- 
penny of that Money agreed upon for 
e Battle be won; and it is but requi- 
for it is f. requently ſen, that in a 
cle of ten Pounds, a Gentleman hath 
reduced to fire Shillings, and yr 
h won at laſt the Battle. 
Fox a Gameſter that would win with- 
t hazarding much his Money, Dice 
at will run very ſeldom ' otherwiſe but 
| os, Cinques, Quaters, C9c. are very 
ary. If thoſe» Inſtruments are not to 
had; a Taper-box will not be ,amils, 
it as the Dice are thrown in may ſtick 
the Way, and fo thrown to Ran- 
I have heard of one, Who having 
It the major Part of his Patrimony in 
d Fellowſhip, and ſuch Paſtimes as 
Heat of Blood, with vigorous Youth, 
Iſt proſecute, at "length conſidered how 
ſhould live hereafter, and finding but 
el Encouragement at home, and leſſer 
ad, thought if he could contrive a 
vw to win a conſiderable Sum at play 
( having 
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(having been a great Loſer rg Few 
ſhould be the Baſis of his future Settle 
ment: After various Conſultations within 
himſelf he at length contrived: this Str 
tagem; he cauſed a Box to be made, nat 
as they are uſually ſcrew'd within, bu; 
doth, and procured it to be ſo wel nu 
inted and ſhadowed within, that | 
Look d like a ſcrew'd Box; now this Box 
was but half board wide at Top, and na- 
row at Bottom, that the Dice, as afore 
ſaid, might flick, and the Box being 
ſmooth, would conie out without tum 
ling. With this Box he went and play 
at Inn and Inn, by virtue whereof, ut 
| his Art of taking up and throwing in hn 
Dice into the Box, he got the firſt Night 
a Thouſand Pound, and the next Nigt 
two hundred a Year, with a Coach an 
fix Horſes, which Coach and Horſes (be- 
ing very valuable) he fold, but the Eſtate 
he lives on to this Day, with great In 
2 — never would — A 
ſince, well knowing how many wo by 
milies it hath ruined. e. 


* 


(19). 
u. of PASSAGE. 


Aſſage is a Game at Dice to be plaid. 

at but by two, and it is perforn'd: 
vith three Dice. The Caſter throws con- 
nually till he hath thrown Doublets un- 
ler ten, and then he is out, and loſeth, 
xr Doublets above ten, and then he pa 
h and wins; high Runners are moſt 


W:quiſite for this Game, ſuch as will rare- 
ly run any other Chance than four, five 


r fix, by which Means it the Caſter 
ows Doublets he can ſcarcely throw 
ut. There is the ſame Advantage of the 
dmooth Taper-Box, aforeſaid, in this 
ame, as at Jun and Inn; with the like 
Benefit of the Dice, whether by palming, 
ping, flurring, or knapping. 


dhe eee eee 
. HAZ Z ARP. 


Azzard is a proper Name for this 
11 Game; for it ſpeedily makes a Man 
or undoes him; in. the twinkling of an 
Eye either a Man or a Mouſe. 
Tris, Game is play'd but with two 
Dice, but there may play. at it as many 
n * 
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as can ſtand round the largeſt round 
Table. 

THERE are two Things chiefly to be 
obſerved, that is Main and Chance; the 
Chance is the Caſter's, and the Main 
theirs who are concerned in Play with 
him. There can be no Main thrown + 
bove nine and under five; ſo that five, fix, 
ſeven, eight, and nine, are the only Mains, 
and no more which are flung at Hazzard; 
Chances and Nicks are from four to ten, 
thus four is a Chance to nine, five to eight, 
ſix to ſeven, ſeven to ſix, eight to five; 
and nine and ten a Chance to five, fix, 
ſeven and eight; in ſhort, four five, ſix, 
ſeven, eight, nine and ten, are Chances 
to any Main, if any of theſe Nick it not: 
Now Nicks are either when the Chance 
is the ſame with the Main, as five and 
five, ſix and fix, ſeven and ſeven, and {6 
on; or fix and twelye, ſeven and eleven, 


ad eight and twelve; where note, that twelve 


is out to nine, ſeven and five; and eleven 
is out to nine, eight, ſix and five 5 Ames 
Ace and Denes-fe are out to all Mains 
whatever. 

THAT I may the better illuſtrate this 
this Game, it will not be amiſs to give. 
one Examble for your better Information; 


Seven's the Main, the Caſter throws five, 


and that's his Chance, and ſd hath five 
to 
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I ſven'; if the Caſter DA his Own 
Chance, he wins all the Money was-ſet 


him, but if he throw ſeven, which was 
the Main, he muſt pay as much Money 
as is on the Board; it again ſeven be the 
ain, and the Caſter throws: eleven, that 
$a Nick, and liveeps away all the Mo- 
ney on the Table; but if he throws a 
hance, he muſt wait Which will come 
firſt, Laſtly, if ſeven be the Main, and 
he Caſter / throws | Ames Are, Deuce-Arce, 
r twelve, he is ont, but it he throw 
rom four to ten, he hath a Chance, 
though they are accounted the werſt 
Chances on the Dice, as feven is reputed 
the beſt and eaſieſt Main to be flungs 
tus it is in eight or ſix; if either of them 
de the Main, and the:Caſter throws either 
four, five, ſeven, nine or ten, this is his 
hance, which if he throw firſt, he wins, 
therwile loſeth; if he throw twelve to 
chr, or fix to the fame Caſt with the 
Main, he wins; but if Ames-Ace, or Deuce- 
4e to all he loſeth; or if twelye, when 
E Main 1 18 either five or nine. Here 
tte, that nothing nicks five dut tive, nor 
* vehing nine but nine. 


e Four and Five to Seven is judged: to 
ot | op the worſt ont, becauſe Four (cal 
e by the Tribe af Nickers, little Dick 
6e ier) and Five have but two Chances, 


to Trey 
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Trey Ace and two mg or Try 
Deuce and Quater Ace, whereas See 
Math three Chances, Cinque Deuce, 8 
oe, and Quater rey n. in like Cond 
tion is nine and ten, having but tu 
Gunces, fix Trey, Unque rn 5 
r fix Quater and two Cinques. 
No fix and eight one would thi 
hould admit of no Difference in Advit 
tage with ſeven, but if you will right 
conſider the Caſe, and be ſo vain to mil 
Trial chereof, you will find a great A 
vantage in ſeven over fix and eight. Ho 
can that be, you will ſay, hath not 
even and eight, eight equal Chana 
. Sp, in Six, Quater Deuce, G 
Ace, and two Treys; in Eight, f 

euces, Cinque Trey, and two“ Quan 
— hath not ſeven three, as aforeſai 
It is confeſs d, but 7 conſider the DI 

Advantage in the Doublets, two II 
and two” 1 and you will find = 
fix Deuce is ſoorier thrown than Ma. 
Quaters, and ſo conſequently Cinque 4 ir 
vr Quater Deuce ſooner than two Tren 
I faw an old Rock once take up a ye 
Fellow in a Tavern, upon this very S 
The Bar was made that the pol 
mould have x Ry always, and the you; 
Gentleman ſix, and those 


Weed to play they — 
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Folic firſt Day ten Pound, the next Day 
erlthe like Sum, and fo for ſix Days toge- 
dllther, loſing in all threeſcore Pounds; not- 
ondWrithſtanding the Gentleman, I am confi- 
a dent, had ſquare Dice, and threw them 
at \ways himſelf. And farther to confirm 
bat I alledged before, not only this 
uw ook, but many more have told me, 
dvalhat they deſired no greater Advantage 
m to have ſeven always, and the Caſter 
mul have fix. Here note, it is the Opt- 
oon of moſt, that at the firſt, Throw the 
HoC:ter hath the worſt on't. 


. 


t CERTAINLY Hazzard is the moſt be- 
anctiiicching Game that is play'd on the Dice; 
er when a Man begins to play, he knows 
* ot when to leave off; and having once 


pate cuſtomed himſelf to play at Hazzard, 

ela: hardly ever after minds any Thin 
e e; I have ſeen an old Man, about the 
ige of ſeventy, play at an Ordinary 
d then his own Eyes were ſo defective, 
n. bat he was forced to help them with a 
e Mair of Spectacles; and having an Oppor- 
1nity one Day to ſpeak to him, how a 
e lan of his Years could be ſo vain and 
oyith {till to mind Play; inſiſting withal 
e N pon the Folly of that Action to hazzard 
os Money when he had - not Sight enough 
ally maining to diſcern whether he had won 
dak r loſt; beſides, Sir, ſaid I, you .cannot 
az : . but 
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but hear how yotryare, derided every "Time 
= come to the Ordinary: One ſays 
ere comes he that cannot reſt quiet, bu 
will cry without the Rattle of the Lice: 
another cries, certainly ſuch a one plays 
Dy the Ear, for he cannot fee to play, 
Let them talk what they will, ſaid the 
Gentleman, I cannot help it, I have been 
For above forty Years ſo us'd to play, that 
ſhould I Heave it off now, L might as good 
ſtop thoſe Iſſues about me, which haue 
been inſtrumental in the Preſervation 
my Life to this Length of Time. 
- To conclude, happy is he that havin 
Seen much mclined to this Time-ſpendin 
Money-waſting Game, hath took up m 
"Time, and refolved for the Future neve 
to be concerned with it more; but more 
happy is he that hath never heard the 
Name thereof. N | 
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HESS is a Roy al Game, and more 
000 difficult to be — * than any 
hows cher Game whatever, and will take up, 
\ off bmetimes, in the playing, ſo long a Time, 
chat I have known two play a Fortnight,, 
r Times, before the Game has been 
En ded : And indeed, I believe, the Te- 
p bouſneſs of the Game has cauſed the 
Practice thereof to be ſo little us d; how=- 
aer, ſince this Paſtime is ſo. highly inge- 
uous, that there is none can parallel, I. 
tall here lay down ſome brief Inſtruttions- 
ending to the Knowledge thereof. oa: 
IRE firſt and - higheſt is a King, the 
next in Height is a Queen, the 2 - 
Heads are Biſhops.; they who have Heads: 
cut aſlaunt like a Feather, in a Helmet, are: 
alled Knights, the laſt are called Rooks,. 
with a * Button, a Cap on his H cad, 1 
nd theſe ſignify the Country and Pea- 
antry, the Pawns are all alike, and each. 
= ng hath one of them to. wait up- 
n him 
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THE: Cheſ5-Men ſtanding on the Board; Nr 
you maſt. place the white King in tle pie 
fourth | Houſe, being black from: he Cor: on 
ner of the Field, in the firſt. and lowet - 
Rank, and the black King in the whit MM 
| Houſe, being. the fourth on the other Side, ci 

in your Adverſary's firſt. Rank, oppoſite MG: 
to the white King; then place the whit 
deen next to the white King, in a white: 
Jonle, which is the fourth on that Side 
of the Field; likewiſe the black Queen in 
#: black Houſe, next to a: blatk King nz 
fame Rank. 
N = # the other Side 7 the: 

ing, in the ſame Rank a Biſhop, 
Ec being a Man of Eounſel, is plac- 
ed _—_— che Knight, is a+ Man of 
Attion, r Execution); the Kuhr allet il 
the Beben, and after the Knights place the 
Rok, (who is a Peaſant or * Comer) 
In the laſt Place, or Corner of the Field: 
Place alſd on the Queen's Side, and next 
to Her a Biſhop, next a Knizhr, and then: 
a Noot; the Pawns take up the laſt: 
Place, one of which you muſt place be- 
fore each Nobleman as Attendants; ſo that 
theſe Great or Noblemen fill up the frf 
Rank, and the Pawns the ſecond, from oft 
Corner of the Field to the other; "and, 
as many great Men and Pawns, as belong 
to ade King, ſo many. hath the Queen, 
VIZ. 


* 
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N. three great Men and four Pawns! a2 


piece, that is, one Biſhop,. one Knight, and. 
one Rook with their Pazwns, © -- 


Men, you muſt in the next Place conſider.” 
their March, how they” advaree: __ d 5 
Guard and Check. 
THR Pawns do commonly bets al ü 
the Onfet, and their March is forward in 
their wn File, one Huuſe at once only 
d never backward; for the Pamus alone 
Woever retreat, the Manner of his taking 
Men is fideways in the next Muſe, for- 
Jard ot the next Hle to him on either 
de, where, when he has captivated. his 
- Enemy, and” placed himſelf. in his Seat, 
4 proceeds and removes forward” one 
at once in that File, until he find 
pportunity to take it again. 
"Tia — guards a Fier of his Side, 
: shich ſtands in that Place, where if it 
vere one of the eontrary Party, he might 
Jake it. In like mamner the Pan checks 
Ide Ning, viz. as he takes not as he goes 
with Check, if the adverſe Ning cannot 


——— 


ſun, either by taking up the Paws him-- 
Yeilf (if the Paws be unguarded, or occa-- 
one on his taking by ſome of his Pieces, he 
and I nuſt of neceſſity remove himſelf but of 
long e Pam Check or if it lie not in his 
een, Power, it is Paten- Mate, and ' fo. the 


N 6.4 Game- 


HAVING thus placed and ordered your” Vol 
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Game is ended, and loſt by him whoſe 
e is ſo Mate. 

HE Roo goes backward and forward, 
in any. File: and croſ5-ways,: to and fro 
in any Rank, as far as he will; ſo that 
there ſtands no Piece between him and 
the Place he would go to. Thus he doth 
guard his on and check the King allo, 
which Check if the King can neither cover 
by the Interpoſition of ſome Piece of his; 
between the - checking- Rook and himſelf, 
nor take the Noot, nor be the: Cauſe: of 
his taking; he muſt remove. himſelf out 
of that. Check, or it is Nate, 121. thy 

Game 3 is up-. | 
En Knight akips: forward, backward 
and on either Side from the Place he ſtands 
in; to the next, fave: one, of a different 
Colour, with a ſideling March, or aſſope; 
thus he kills his Enemies, guards tis 
Friends, and checks. the King of the ad- d. 
verſe Party, Which — (like the it 
Pawn's Check) it eannot be covered, the ,. 
King muſt either | remove, .or- cauſe, the th 
Knights: to be taken (for he himſelf can- TI 
not take the Knight. that, checks him) 0r 
its. Mate, and the Game is vn: (it) 
Tu Biſnop walks always in the ame 
Colour of che Field ebat he is, firt place 
An, forward and backward, aſloap, ever) 
Mas, as far as he ar! ; provided that 


the 
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che Way be clear between him and the 
Place he intends to go to: Thus he re- 
bukes the Adverfary, guards his Conſorts, 
and checks the adverſe King, which not be- 
ing avoidable, as aforeſaid, is Mate to him, 
and the Game is ended. | 


named Pieces, (the Knights only excepft- 
ed, for her March is from old 5 F 
to the other aſloap) ſo far as ſhe lifteth; 
not finding the Way obſtrutted = | 
Piece: And thus ſhe ? Liſtarbs her Adver? 

faries, protects her Subjects, and mates 

the King, unleſs (as aforeſaid) he removes: 

vers, takes, or. cauſes her to be taken, 

otherwiſe it is his Male, and the Game 

d concluded. 

THE King's Draught is from his own 
to the next to him any Way, that ei- 
ther is empty of his own Subjects, or. 
where he may ſurpriſe any unguarded E- 
nemy, or where he may ſtand free from 
the Check of any of the adverſe Party: 
Thus he confounds his Foes, . defends 
his Friends, but checks not the. King his 
Enemy, who never check one another; 


or there muſt ever be one Houſe, or Place; 
Ir leaſt; between the 7wo- Kings, tho? un! 


Jvſſeſt of any other Piece; and if one Ring 
Ide e to flie for Refuge to the 
G5 King 


THE Queens Walk is more univerſil 1 | 1 
for ſhe goes the Draughts of all the-afdre- © | 


7 7 4 
- 
of 04 
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King, of the adverſe Party, then it is 


Mate, or a Stale, and fo he that gives the; 
firſt wins the Game. Loet this ſuffice for 


the various Draughts, and ſeveral Walks 
gh the Cheſs-men ; but this is not all, F 

ll give you ſome other Inftruftions as 
brief as I may, and refer the. reſt to your 
own Obſervations _ 

EINS and Queens have ſeyen a- piece 
to attend them. The King, whether an 
white or black, guards five Perſons be. Ihe. 
fore he goes forth, and being once advanc-KWin 
ed into the Field, though. it be but in Ki 
the ſecond Houſe, he then, and after: 
wards in his March guards eight Houſes 
till he come: again to one 8 
the Field. 

THz Five, the King guards before ki Wi 
March, are the 4 the — his ad 
own, his Queen's, and his Biſhop aun Pa 
IRE Queen protects her King and Bi- 
Mop, her King's, her Biſhop's, and het 
own Pawn. Thus the irene guards a 
many as the King before ſhe goes forth, 
and aſter, till the Grade be won or loft 

THE King 's Biſhop guards the King 
Pawn; owt "bis Knight's 83 8 —— Bi 

r e Queen's Pawn, 
3 but three Houſes a- piec 
— they go forth; but aſter the oy 
— off 1 from. the Side af the op 


be Gn f C. Iz 
i guard as many Houſes às the K 
; bo — do. Tote Houſes which 8 
Knights guard &er the go. ont,” ate t 
King's. Th Knights N nard - the King's 
aun; and the ehird uſe in the Fiche 
of of che King's" Biſhop's Pawn, and che 


Ichird Houſe in che ront of the King 8. 
 MRook's Pawn. © 
ec THE Queen's. he ehe 8 her Pawn; 
ber nd the third * Front of 


be ber Biſhop's Pair 6 ele ce ch Houſe 
anc-Win the Front of her Roek's Pawn. The 


t iu King's Rook guards his own Pawn, and 


der. Ane King's Knight's, and no more till he 
be off of the Side of the Field, and then 
he guards four Horiſes; © and the fame: 
toes the "Queen's Rook. The Pawns like- 


ned into the Field, viz. The King's 
Fawn guards the third "Houſe before the 
Groen, uh and the third before the King's s Bi- 


md the third before the King 


he third 
ae The King's 
third Houſe before the King! 8 1 


viſe guard: theſe Places, before they be 


op; geetf s Pg x 1 the third 
| Rae bed the Kidd and the third be- 

dre her Biſhop: The King's Biſtiop's Pawn 
guards the third Houſe, Before the King, 
's Knight. 
The Queen's Biſhop's Pawn Pe the 
bei che third Houſe before the Queen, and 
re the Queen's Knight. 
night's Pawn guards the 
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and the third before the. King's Rook. 
The Queen's Knight's Pawn guards | the 
third - Houſe before the Quecn's Biſhoy, 
and the third before the Queen's Rock. 
The King's Rook's Pawn, and the Queen 
Rook s Pawns, guard but one Honſe + 
piece; that is to ſay, the third Houſe 
before the Knight, becauſe they ſtand on 
the Side of the Field. © 
Nxx r conſider the Value of the great 
Men. The King expoſes not himſelf to 
Danger upon every Occaſion; but the 
Queen is under him as General, and does 
more Service than any two great Men be- 
Hides; and when it happens that ſhe is loſt, 
her King moſt certainly loſes the. Field, 
unleſs the Adverſary knows not- how to 
make. ule of ſo great an. Advantage.: 
Wherefore if a King loſe two or three 
of his beſt Men, in taking the Oponent's 
Queen, yet he has the beſt of it, it he 
can · but manage his Game rightly, - 
NEXT to the Queen in Value, is the 
Rook, and is as much in Worth above 
the Biſhop and Knight, as the Queen i- 
above him; ſo that a Rook is more worth 
than. two Biſhops, or two Knights, becauſe 
he can give a Mate by the Help of the 
King, which no other Piece can do, ur 
Dayſd with. excellent Skil. 
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BrsHors are accounted better than 
Knights, becauſe they can give a Mate 
with a King, when no other Men are left 
to help them, with more Eale than the 
Knights can; for they feldom, or never 
do it: Yet it is more dangerous to loſe a 
Knight than a Biſhop, becauſe the Knight's- 
Check is more dangerous than the Bi- 
ſhop's ; for the Biſhop is tyed to one Cox- 
ner of the Field, out of which he cannot 
paſs; but the Knight paſſes through all 
the Houſes- of the. Field: The Biſhop's 
Check may bo covered, the. Knight's can- 
not; beſides, if it fall out that one of the 
Kings hath no other Men left but his 
Bithops, and the other King none but his 
Knights, the Knights with their Checks 
can take the Biſhops, one after another, 
becauſe the Biſhops cannot guard each o- 
other, which the Knights can do; . ſo that 
at. the Beginning of the Game, it is bet- 
ter to. lole Biſhops for the Adverſary's 
Knight's than the. contrary. 

IRE Difference of the Worth of Pawns, . 
is not ſo great as that of Nob be- 
cauſe there is: not ſuch Variety in their 
Walks, only thus much, the King's Bi- 
ſhop's Pawn'is the beſt in the Field among 
the Pawns, and therefore the Gameſter 
ought to be careful of him; for if it 
ſnould happen that the black * . 
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bis Biſhop's Pawn to gain the white King 
Pawn, the black King's Bols is the 
ter, becauſe he- — chis/{Acelien 
make a Rank of Pawrs, of three 6f "1 
Rank on that Side of the Field, for his 
own Security, Which is a great Pifadvan. 
tage; ſo that it is — ſor either of 
che Kings to loſe his owe Fan thin * 
Biſhop's. 1 
Bur 15 you mould objelt; ther the 
King, which loſeth his' Biſhop's Pamy, 
may relieve himſelf on the other Side-of 
the Field, turning to his Queen's Rocks 
Quarter, where he ſhall have Pawns to 
ſuccour him. I anſiver, Tis true, he may: 
do ſo, but he will de a longer Time in e. 
fecting his Buſineſs, becauſe there are more 
Pieces between him and his Queen's /Rooks 
by one Draught, than between his own 
Rook and himſelf; ſo that in playing that 
Draught, he endangers the whole Game, 
iF his > Adverſry know how to make uſe of 
Advantages. The King's Pavn is | next 
in worth, which often-times keeps © the 
King from Check by Diſcovery; then the 
een's Pawn is next, and after that the 
"Knight's, and laſt of all the Rook's Pawns, 
becauſe: they guard but one Houſe 1 F550 
in the Field. 


Tk King and the Pawn: have certain 
Privileges granted them, which none # 
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the other Cheſs-Men have : As for Inſtance, 
The King, whoſe Remove (as hath been 
already mentioned) is from the Place of 
his ſtanding at any Time, to one next 
Houſe, in File or Rank of any Side 
(that is, only that Step at once) yet if 
of Mat any Time his Rank be empty of his 

Men, ſo that no one ſtands between the 
King and the Rook of either Corner, 
che King may then ſhift or change with. 
what Rook he pleaſes, between whom and 
himſelf the Way ſtands clear, from other 
Men, and that for his better Security; 
provided, That neither the King, nor 
the Rook, he intends to change with, has 
not, as yet, been removed from the Place 

MW of their firſt” ſtanding. Now the Manner 
of the King's ſhifting or changing with. a 
Rook, 1s thus. 65 | 

THE Rank cleared, as aforeſaid; and 
neither King nor Rook having yet ſtirred, 
he may go two Draughts at once to his 
own - Rook, and ſo towards his Queen's 
Rook, cauſing the Rooks he changes with, . 
to change his Place, and- come and ftand 
by him on the other Side; that is, his 
own Rook in the Biſhop's Place, and the: 
Queen's Rook in the Queen's Place, and 
Itter of theſe Changes but for one. 

in Draught. This is the King's firſt Prero- 


gative. p GR 
| THE 
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Tus ſecond is, that whereas any Mar 

may be taken by any Adverſary, if he 
be brought ſo near, as to come within the 
Compaſs, the King carnot; but he is 
only to" be ſaluted by his: Adverſary with 
the Word, Cheek,” adviſing him thereby to 
Ibok- about him the more: warily, and 
provide for his own Satety: : Now if that 
Adverſary do this unguarded ſo near the 
King, he may ſtep thither by his true 
Draught, and the King may ſtay him 
with his own Hand, if he judge it con- 
vanem e 20k SROF- Blanks 
As for the Pawn, the firft Privilege 
| He has, is, that whereas his Walk is but 
to the next Houſe forward in his own 
File at once, when he marches, and to 
the next Houſe ſide- long forward of the 
next File of either Side, when he takes; 
FE fay, his Privilege is, that he may re- 
move to the ſecond- Houſe forward, which 
is the fourth Rank in his own File for his 
firſt Draught, and ever after but one for- 
ward at once. 10 

THE ſecond Privilege is greater, and 

that is, When any Pawn is come ſo far 
as to the firſt: Rank of the Adverſary, 
and ſeats himſelf in any of his noble 
Houſes, he is dignified for this Fact, with 
the Name and Power of a Queen, and fo 


becomes chief of his own King's * 
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if the firſt Queen were -ſlain before; and. 
if the firſt Queen be yet ſtanding in the 
Field, the Pawn coming to the Rank a- 
freſaid, in any Houſe whatſoever, may 
there make wink Piece IN pegs "which 
you have alr w2 loſt. 

SOME: are Opinion, that Cheſs; .1 a9 
well as Draughts,. may be play'd by acer- 
tain Rule; indeed I am partly inclined 
o believe it, ie chat moſt 
are of a contrary Opinion. 

IE firſt Remove is an Advantage; 
ad. therefore you: muſt draw for, who 
ſhall- have the firſt Draught; which. may 
be done with a black and white M an dis 
{tributed into either Hand, and offered 
the Opponent, which he will cliuſe z. if he 
chuſe his -own Man, the firſt Draught 18 
tus ; but when . is ended, and 
a Mate given, he is to have the firſt 
Draught N next Game, Who e = 
former Mate. 

TR firſt Remove is diverſe; according 
to the judgment of the Gamefter; 
ſome will firſbremove their King's Knight's 
Pawn one ſingle Remove; that is, to the 
third Houſe i in his own File; others play 
the King's Rook's Pawn: firſt, a double 
Duugbe but the beſt way is to play the 
King's Pawh firſt, a double Remove, that 
lo, if. they are not prevented by their 

Adver-- 
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Adverſary's playing the like, they may YPaſ 
ſtill remove that Pawn forward with good Ii! 
Guard; for he will prove very er ] 
to the adverſe King. care 
ITuISs Pawn I ſhall adviſe you to re · I 
move firſt, but not ſo venturouſſy as 2 nf 
double Remove; becauſe, if you cannot N fei 
guar him cunningly, then you are like Mien 
2 with a Check 1 your Nt — 
by the Queen's coming forth upon al 
to the great Hazard of your King's Rook; ie 
therefore play your King's Rook one ſin- ng 
gle Remove, that there may be Way mad fn 
for the coming forth of the Queen one en 
Way, two Houſes aſloap, and to yout 
King's Hiſhop the other Way, three far, 
Houles aſloap, and ſo upon the Neglet i 
of your Adverſary, he may be put to aff 
1 Check, at leaſt in Danger 
Here note, it is ill to play the By 
ape Pawa bil, and worſe to play” 5 

Queen's. : f 
He that would be an Artiſt is; this 
noble Game, muft be ſo careful to ſecond 
his Pieces, that if any Man advanced be 
taken, the Enemy may be likewiſe taken 
by that Piece hos nas or ſeconds it; 
fs ſhall: he not clearly loſe any Man, 
which. ſhould it fall out contrarily, might F' 
loſe the Cathe: He muſt alſo make his 
| | PaflagesF 
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Paſſages free for Retreat, as Occaſion 
{hall , wi leſt he be worſted. 

In detending, you muſt alſo be very. 
careſul, that you are as able to aſſault 
re · Is your Enemy; for you muſt not only 
anſwer your Adverſary' s Aſſault, by __ 
keing his Deſign by his Play, and p 
renting it, but you muſt likewiſe Jevile- 
Plots, how to pefter and grieve: your Aſ- 
ſlant, and chiefly How to entrap ſuch - 
Pieces as ate advanced by him, prevetit- 
ng their Retreat; amongſt which a 
An is the ſooner .enſnared; becauſe he 
cannot go back for Succour or Relief; 
ut Biſhops and Rooks are harder to be 
arpriz'd; becauſe they can march from 
ne Side of the Field to the other, to 
#01 Os — Danger; but the 
2 all, are with much 
culty — becauſe they have id x ma- 
y. Places of Refuge, and the. Queen more 
pecially : Where note, as a great Piece 
Policy, that, if poſſible; you — n= th 
ve as many Guards upon 2 as 
{ yours, as you ſee * nemy — 
en he advances to ta and <4 ſure- 
ithal, that your Guards — of leſs Va- 
: than the Pieces he encountereth your 
ith; for then if he fall to taking, you 
"ll reap Advantage thereby; but if your 


e you.cannot guard yours, but muſt of 
Neceſ 
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Neceſſity loſe it, then be very circum WA 
ſpect, and ſee whether you can take a far nir 
better Piece of his, in caſe he takes yours W 
by advancing ſome other Piece of yours in th 
Guard, for ſo, as it often falls ont, that I ki 
yours, which you had given over for loſt, ¶ ne 
may be. ſaved, whereas: no other Wen i 
could have done it. | TEST 
- WHEN: an adverfe. Piece comes in 
your Way, ſo that by it all may be taken, 
conſider with. your ſelf, whether it -be-6+ 
qual in Worth to yours, next, whether it 
can do you any Damage in the nent 
Draught, if ſo, let it alone; for as it is 
beſt to play firſt, ſo it is to take laſt; uu. 
leſs, as was ſaid, you might take the Piece 
clear, or get a better thaw that you lok 
to take it, or at leaſt diſorder him one 
Pawn in his taking your Man that took 
his; but when you have the Advantage, 
be it but of one good Piece for a work; 
or of a Pawn. clear, then it is your beſt 
Way to take Man for Man, as often as 
you can; beſides, you are to note, that 
whatſoever Piece your Adverſary plays 
moſt, or beſt withal, be ſure, if it lie ia 
your Power, to deprive him thereof, tho 
it be done with loſs of the like, or. of one 
ſomewhat better, as a Biſhop for a Knight: 
for by this Means you may. * TR 
9 ver- 
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ut: Adverſary's Deſign, amd become as cun- 
fa ning as himſelf. | Faces mes 
urs, Now the chief Aim at Cheſs, is to give 
s in the Mate, which ist when you check the 
that King of the adverſe Party, that he can 
either take the ehecking-Piece (becauſe 
it is guarded) nor cover the Check, nor 
yet remove out of it. 
Your Care ought te be in the Interim, 
how to deprive him of ſome of the beſt 
Pieces, as his Queen or Rook; and: the 
way to entrap the Queen is two-fold; 
Firſt, By confining her to her King, ſo 
that -ſhe may not remove from him, for 
leaving him in«*Check of an adverſe Piece. 
Secondly, By bringing her to, or eſpying 
her in ſuch a Place, as a Knight of yours 
may check her King, and the next Draught 
take her. In the ſame Manner you may 
ſerve a Biſhop, if the adverſe Queen co- 
vers her floap-wife-; but if ſhe ſtand not 

in ſuch a Poſture, ſne may be brought to 
asi it ; entice her thither with ſome unguard- 
ed Man, which ſhe out of Eagerneſs of 
taking for nothing, may indiſcreetly bring 
herſelf into Trouble. 

But if you intend to. catch the Queen 
with a Knight, imagine that the adverſe 
King ſtands in his own: Place unremoved, 
and that the Queen has brought her ſelf 
J and in that Place, where the Ts bn 
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Rook's Pawn ſtood ; Firſt, She ſtandin i # 
in this Poſture, bring, if you can, one of fl k 

your Knights to check her King, in the * 

third Houſe before his own Biſhop; and h 

if there be no Man ready to take up 

your Knight immediately, he will take up 
the Queen at the next Draught. 
'THE Rooks are alſo to be ſurpriz d tw? 

Ways; Firſt, by playing your Biſhop in- 

to your Knight's -Pawn's firſt Place 0 

ſtanding, which Biſhop ſhall march a-ſloayſſ A 

towards the adverſe Rook of the oppo- © 

ite Corner, which if you can make un b. 
covered of the Knight's Pawn, your Bi. 

Mop will then undoubtedly take clear for 
nothing: The other Way is like that of 

ſurprizing the Queen, with a Biſhop or 

Knight; where you muſt take Notice, Tha 

your Adverſary's Queen's Rook is ſo much” 
the eaſier to be taken with your Queen ® 

Knight, that that Knight, at his third: 

«Draught, may check the King, and tak 

the ſame Rook at his - fourth, Draugb 

There are ſeveral. other Ways to take 

Rook, which Practice muſt inform you. 

THERE is an ingenious Way of taking Cl 

egreat Man for a Pawn ; when you eſp 

two great Men of your Adyerſary's ſtand 
ing in one and the ſame Rank, and by 
zone: Houſe between them; then prepare 

Guard (if you. have it not ready 1 


. 


+ 
1 
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ne Hand) for a Pan, which bring up to the 
ol Rank next to them, in the Middle or Front 
he of both of them, and without doubt, if 
nd be fave che one, your Pawn will take the 
up other; this way of og; is called a Fork 
or Dilemma. 

Tas neateſt and moſt [prejudicial Trick, | 
you can put 490g your Adverſary at Cheſs, 
. ss a Check by Diſcovery, which may be 
thus effected: ” Obſerve when you find your 
Adverſary's King any way weakly guard- 
ed, or perhaps not at all, that is, eaſy to 
be check d; then before you bring that 
Piece that can check him, there to pro- 
vide ſome other Man in that Courſe 
A that checks him not; afterwards bring 
that Piece of yours which will check him 
(your brought Piece being away) and then 
ach all poflible Speed remove away for 
that former Piece, where it may moſt an- 
noy him, ſaying withal, Check by. Diſcovery 
Hour n E Piece; z Which he — 
iht ing compell'd to cover or remove, yon 
e may do him a greater Prejudice with that 
Piece you removed from between the 
check at the next Draught, thus demon- 
5 oe play with the-white M 
6 urrosk you v e white Men, 
8 he removes firſt His King's'Pawn a double 
dare Draught fotward, you anſwer him with 
yo the. RG he then plays ou his Fung 
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Knight in Front of his King's Biſhop; 
Pawn, you do the like with yours: That 
Knight of his takes your King's Paun, 
and your Knight takes his - likewiſe: he 
advances the "Qyeen's Pawn; and removes 
to chaſe away or to take your Knight; 
you play up your ' white: Queen one re- 
move before your King, to frighten -his 
Knight alſo; he thinks it better to fare 
His Knight from your Queen, than tale 
yours with his Queen's Pawn; and there. 
Fore conveys him away into a more ſecure 
Place; you play your King's Knight in 
Front of his Queen's Biſhop's Pawn, and 
there withal ſay, Check by Diſcovery. of your 
Ouben; now let him cover this Check by 
Diſcovery as well as lie can, your Knight 
at the next Draught will aſſuredly take his 
Queen. There are ſeveral other Ways to 
make a Diſcovery, and a Mate given with 
at, which is the nobleſt Mate of all. 

A Queen, if loſt, endangers much the 
Game; but if there be Pans leſt. on ei- 
ther Side, there is poſſibility of making à 
new Qyeen, and ſo by Conſequence the 
Renovation of the Game, which Ten to 
One was laſt before. There are feveral 
ways to mate this Queen, and eſtate her 
In as great Power as the former; for 
[Brevity ſake, TWO Pawns in Files next one 
e e eee ee, 
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Ps and the other Backward cloſe together, 
i a good way to make a new Queen, e- 
1 ſpecially if any one of them be guarded 
"* Wl cnderneath with a Rook; for ſo they will 
3 force their Way before them, nor can any 


Jo them be taken without great Difficulty 
ind Danger. - 8 
take theſe Ob- 


yy forth his 


r 
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him a Mate, which is called a Scholar 
Mate, becauſe any but young Beginner; if 
may prevent it. | 
You may. alſo give a Mate. at twolſ 
Dravghts, if you encounter with a ray 
Gameſter , playing after this manner; 
.Firſt, he removes his King's Biſhop's 
Pawn a ſingle Draught (which is ill Play 
at firſt). you your King's Pawn a ſingle 
Remove, he his King's Knight's Pau 
advanced a double Remove tor his ſe. 
cond Draught, you bringing out your 
Queen into the Ah Houſe of your King's 
Rook's File, give him a Mate at your 
ſecond Draught. 8 73 © 
Turn 18 another call d a Blind- Mate 
and that is when your Adverſary .. give 
you a heck, that you cannot avoid b 
any Means, and is indeed a Mate abſc 
lute; he, not ſeeing it to be a Mate, fays 
only to you, Check, and it is therefore cal 
led a Blind-mate ; this ſhould: be both Lol 
of Game and Stake, if you. before, agree 
not to the contrary. x. 
A Stale may be termed a; Mate and nd: 
Mate, an end of the Play, but no end 0 
the Game, becauſe it properly ſhould b. 
ended with a Check-mate. The Stale i 
He When his King. hath the worſt 0 
the Game, and is brought to ſuch a Strat} 
that he hath. but one Place to fly unto. 
rin | anJ* 


The Game cle. 147 


nd the purſuing King is ſo deten 1 | 

5 bar him ont, of that Place, or ſtop it 

rithout checkir Him, the diſtreffed 

eng no way abſe to remoyebut'in ch | 
1 nd other Piece of His on tak 

"Mc cant = 2 then it is à Stale, and a loft 

ame to him that gives K : 3 1 he 


at follows the Fe fu a ing, gives him 
heck, as long as. 8 5 Kies to fly 
); but 1 he has hone left 


to void 
s Check, let him then ſay e 
d both Game and Stake are Nucl. | 
LASTLY, There is another Term uſed 
Cheſs-playing, and that is called a _ 
ame, which makes, (if T ma I ma Dane 

fog an endleſs ; End of 4 by | 
neſters ie their Stakes. Ain doe | 
is: When the Afﬀailant'falls to take all 


wo bat comes near, carelefly giving Man for | 
| 0 an, that it happens that either King 


th but one Man a-piece left him, the 
Whilant following his eager” purkuit, takes 

Is Adverfary's Man, not minding that 
King can take his alſo; ſo that the 
lings loſing all their Men, and they be- 
b gz unable to come ſo near as to x2 Bp 
Game is ended, but « the Stakes on both 
es axe faved. n 
I ſhall a0 this Ga ame Wich chi 


Ws of Cheſs, Which are theſe follow- 
| H 2 I. WHAT 
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I. WHA T Piece ſoever of your ow 


Jou touch or lift from the Point where be 
t ſtandeth, you muſt play it for tha pl 
Praught if you can; and into what House 
you ſet your Man, there it muſt ſtand in 
according to the Saying at this Game on 
- Touch and take, out of Hand and ſtand. Ich 
2. IF you take up your AdverſaryWto 
Man, and after think it beſt to let it ſtanMth 
untaken before you ſet your Piece inf 
Place thereof, you muſt cry him Mere be 
e r 
3. IF your Adverſary play a falſii be 
Draught, and you ſee. it not till you platt 
your next Draught, twill then be too lach 
to challenge him for it. ch 
4. Ir you play a falſe Draught thromi 
Miſtake, and your Adverfary take no No fe 
tice for his Advantage, and plays his neui i 
Draught, you cannot recal it. 
F. Ir you miſplace your Men, and Hl 
play a while, and then diſcover it, it lies i 0 
your Adverſary's Power to continue or be to 
C. PAWNs may be play'd a doub i“ 
Remove forward for their firſt Draught 
but no Pawn has that Privilege withou 
Permiſſion, on whoſe next File on cithe N 
Side, a Pawn of your Adverſary's is AY © 
Rand. een, eee t 
| s | | 


R | 
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5 Tur ſtanding" of the King ought to 
be certain in his ſhifting, and not as you 
pleaſe to place him, as ſome Men do. : 

8. Ir your King ſtand in the Check of 
my "adverſe Piece, and you have play'd 
one Draught or more, without avoiding 
the Check, your Adverſary may ſay Check 
w hom he liſteth, and for your Draught 
then, make you avoid the Check you 
ſtood in, though it "ay be to your great 
eri. 
9, IE any one evdicicn by Wager, that 
he will give Mate'or win the Game, and' 
the Adverſary brings it to a Dead-Game, 
though he fave the firſt Stake, he loſes 
the Wager. | 

1c HE that gives Wer the Game ves 
re it is finiſhed; without the Conſent of 
his Adverſary, loſes his Stake. 

MAN x more Obſervations might * 
here inſerted; for the under ſtanding of this 
ble Game, which 1 am forced to wave 
w avoid Prolxiey. r: 96.2 £/CR 
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H E genteel, cleanly and ingenious 
al Game at Billiards, had its firſt Ori- 
ourt! Fe in Traly ; and for the Excellency of 

yt: Recreation is much approved of, and 
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play' d. hy, pft. Nations in Rare eſpe- 
cially in England, there beipg few Town 
of Note therein which have not a-publick 
Billiard- Table. Neither are they wanting 
in 0. Noble and private Families in 
untry, for the Rape of the 
. Mind, and, Exerciſe of the Bod M53 0 
THe Form of a Bilhard- Table 18 Ob- 
long, that is, ſomething longer than it is 
broad; it is rail'd. round, , which Rail 
Ledge, ought to be a little ſwell'd or ſtuff d 
with fine Flax or Cotton ; the Superficies 
of the Table. muſt be covered with Green: 
loth, the Finer and more . freed frem 
s the better it is; the Board - Fault 
be levell'd as exactly as may be, ſo that 
2 Ball may run true upon any Part af the 
Table, 3 leaning to any Side there: 
of z but what by reaſon "Ne; ill ſeaſon d 
Boards, which are ede to warp, or the 
Floor on which it ſtands: bein b une ven, or 
in Time, by the Weight of the; Table, 
and the Gameſters yielding and giving 
way, there are very few Billiard-Tables 
which are found true; and therefore ſuch 
which are exactly levell'd, ar pid bghly 3 " 
Tate by a kapelle * 1 at a = 
able, it it impo or him to 2 
the Exoolency of his Af eng, 
unglers times, by knowing che 
Wia and 1 e the, able, have 
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ſpe⸗ ſhamefully beat a very good Gameſter, who 
wes at a true Table would have given him 
lick Three in Five. 
ene Bu T to proceed in the Deſcription 
zin thereof. At the four Corners of the Table 
the there are Holes, and at each Side exactly 
In the Middle, one, which are called Ha- 
Ob- zards ; and have hanging at the bottoms, 
tl Nets to receive the Halde and keep them 
from falling to the Ground when they are 
hazarded. I have ſeen ' at ſome Tables 
wooden Boxes for the Hazards, fix of 
them, as aforeſaid z but they are no- 
thing near ſo commandable as the For- 
ner, becauſe a Ball ſtruck hard, is more 
zpt to flie out of them when ſtruck in. 

THERE is to the Table belonging an 
Trory-Port, which ſtands at one End of 
the Table „and an Ivory-King at the o- 
ther, two fnall Tyory-Balls and two Sticks: 
Where Note, It your Balls are ust com- 
leatly Wound 185 can neyer expect good 
roof 2 your f Your Sticks © ought. 40 
be dee made 95 Brazile, Lignum-vite, 
or ſome other weighty Wood, which at 
the pk: ing End muſt be tipp'd x with Ivory : 
where if the Heads' Happen. to be 
boſe, you il neyer ſtrike a ſmart Stroke; 
you Will. eafily x 87 that Defe& by t © 
„ hollow Deadneſs of your Stroke, and Fans 
| running of your Bal 
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4 TE Game is Five by Day-light, or 
Seven, if Odds be given, and Three by 
Candle- light, or more, according to Odds, 
| in Houſes that make a Livelihood there- 
of: But in Gentlemens Houſes there is 
no. ſach  Reſtriftion z for the Game may 
juſtly admit of as many as the Gameſten 
pleaſe to make. | | 
© For the Lead, you are to ſtand on the 
one Side of the Table, oppoſite to. the 
King, with your Ball laid near the Cu- 
ion, and your Adverſary on the other 
in like Poſture ; and he that with his 
Stick, makes his Ball come neareſt 
King, leads firſt, - | "a 
THE Leader muſt have a Care, that 
at the firſt Stroke, his Ball touch not the 
End of the Table, leading from the King 
to the Port ; -but after the firſt Stroke, 
he need not fear to do it; and let him 6 
lead, that he may either be in a poſſibi- 
Jity of Paſſing the next Stroke, or ſo cun- 
ningly lie, that he may be in a very fair 
Probability of Hazarding his Adverſary's 
A that very Stroke he play'd after 
_ THe firſt Conteſt is, who ſhall Paſs firſt, 
and in that Strife there are frequent Op- 
portunities of Hazarding one another; and 
It is very pleaſant to obſerve, what Poli- 
cies are uſed in hindering one another 13 
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the Paſs, as by turning the Port with a 
ſtrong clever Stroke; for if you turn it 
with your Stick, it muſt be ſet right a- 
gen; but indeed more properly, he chat 
doth it ſo ſhould loſe One; ſometimes it 
is done (when you {ee it is impoſſible to 
paſs) by laying your Ball in the Port, or 
before your Adverſary's, and then all he 
can do is to paſs after you; if he has 
paſs'd, and you dare not adyenture to paſs 
after him, for fear he ſhould in the Inte- 

rim touch the King, and fo win the End, 
you muſt wait upon him, and watch all 


Opportunities to Hazard him, or King 


him; that is, when his Ball lies in ſuch 
manner, that when you ſtrike, his Ball 
may, hit down the King, and then you 
HERE Note, That if you ſhould King 
him, and your Ball fly. over the Table, 
or elſe run into a Hazard, that then you 
loſe One notwithſtanding. 

TRE Player ought to have a curious 
Eye, and very good judgment, When he 
either intends to King his Adverſary's 
Ball, or Hazard it in taking or quarter- 
ing out juſt ſo much of the Ball as Will 
accompliſh either ; which Obſervation muſt 
be noted in paſſing on your Adverſary's 
Ball, or Corner of the Port. Some I have 


* 
* — 


obſery'd ſo skilful at this Recreation, that 
SALE 11 5 1 


957 9 
153 


15 + Of. Bulig IV Aſs. 

if they have had leſs than a fiſth Part 
of a all, they would rarely miſs King or 
Hazard. 

As this is a cleanly Paſtime, i ther 
are Laws Joy Or ders made W Li 


flovenly Players, "th; by, their) 

rs, th indy. te 3 bk, Re 
rity and Pecency 2 bias careful 
you lay not _ I and on the Table 
when yo ftrike, or let Jour. Sleeve, ig 
upon it, if. you 40, it 18 Lge Loſs;.i 1 
ſmoak, and let, the de Jour. Fe 
fall on the Table w hereby o den es th 
Cloth is burned, it is a Tee 1 550 
that ſhould not ft much deter you from 


10 s the Ting Pigins. if. ©, IH 


a . 
Wil y you firike a long Stroke ke, hl 
u r Stick neatly between your two Fore- 
Nee and your Thumb „ then ftrike 
fmartly, and by aiming rightly, you may, 
when you pleafe, either fetch back. of 
Adverſary's Ball when, he hes fair f 
Paſs, or many Heh when he lies | 
I ing, and jou. the other. d. f 
able you may Ring him Parke 
. Ir you lie clok cloſe, you may uſe the ſmall 


Fod of your Stick, or. th Flat of. the. . 
g. End, raiſing up Ei d Over. your, | 


Stader, which 5 think more con- 
— for . Apel 


"HAVE | 


af 


* 
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Have & Care of "Rolking, fr ) 
not a, Forfeiture, it is A Fault hardly 4 


cuſable : 1055 but if you touch your, Ball twice, 
it is x 
B EWA R E when you jo e Bu Ball 
1 through the Port with the 
Lick, that you throw it not down; i = 
e do, it is a Loſs: bur do yi Jo handſongly, 
chat at dne Stroke, without turning 
5 port wirkt y your Back, you - effect your — 
pose; it is 10 Play to turn the Port 
with your Ball, and fo hinder your Ad- 
rerfary from paſſi ing; neither 1 fy it a-miſs, 
if vou can, to make your a 
a Forniohedy: that at, Ne Hay N 85 125 
r little way 10 ae,, B hin 
Mrdly, chroug ort, you wy 
4 _ and Wr 8e be — 


11 de Joc 19 


of by as, 1 8 a ng in WER 15 
0 


reat n Hf 
10 T E NM Prob in vlying, abs 
15 | ond, Cath 1255 at ] * W y,0ur 
ou ien ry, ith Ves gain Wer 


cons 
a 353538 
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HERE Note, If your Adverſary has not 
ah and lies up by the Ns you may 
endea- 


156 Of Billiards. \ 
endeavour to Paſs again, which if you do, 
and touch the King, it is two; but if 
thrown down you Tok: Some, inſtead of 
a King, a 1 Cin and a Bell, and then 
W fear to have the End, if 
ou can Paſs; this is in my Judgment, 
bungling Play, there being not that curi- 
"ops Art of finely touching at a great Diſ- 
tance a King, hi ſtands very tickliſhly. 
Fo your better underſtanding of the 
Game, read the enſuing Orders. . But there 


Is no better way than Praftice to make 
you perfect therein. | 


ORDERS 20 3. obſerved by fon * 
will play at Billiards. 


F the Leader touch the End of th 
Table with his Ball, at the firſt 
he loſes One. 
the Follower intend t to hit his Ad- 
s Ball, or Paſs at one Stroke, he 
his Ball, that is, lay it even 
ing, or he loſes One. 

3. Hz that paſſes through the Port, 
1 the Advantage of touching. the King, 
W if not thrown down. 

4. H E that paſſes twice, his Adverſi; 
5 having not pals d at all, and touches 
e King without chrowing him down, 


tw Ends. 
ys! 7 J. Hs 


0 . we Hhye 8 


he muſt paſs twice through the 


ſhall not inſtrutt, direft, or ſpeak 
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5. HE that paſſes not, has no other 
K than the Hazards. | 


6- HE that is a Fomicator, that is 
has paſs d through the Back of the Por, 

Ore- 

or he cannot have the Advantage of 
* that End. 

7. NME that hits down the Port or 
King, or Hazards his own Ball, or ſtrikes 
either Ball over the Table, loſes One. 

8. HE that Hazards his Adverſary's 
Ball, or makes it hit down the King, win 
neth the End. 

9. Ir Four play, Two againſt Two, he 
that miſtakes his Stroke, loſes one to that 
Side he is of. Wop 1:7 

10. HE that after both Balls ole 47d, re- 
moves the Port without Conſent, or ” firikes 
his Ball twice together, or that his Ad- 
verſary's Ball touch his Stick, Hand, Cloths, 
or phys his Adverſary's Ball, loſes one. 

HE that ſets not one Foot upon 
Ga abe he ſtrikes his Ball, ſhall 
loſe an End ; or if he lays his Hand or 
Sleeve. on the Cloth. 
12. A Stander by, though 5 2 
in t 
Game, without. Conſent, or being firſt ask d; 
if after he is dvertiſen pf Yar? he offend 
in this Nature, for every Fault he ſhall 


wa forfeit 2 e the * 


* 


S — 


158 Of Billiardt. 
of the Company, or not de ſaffered to ſtay 4* 


in the Room. 
13. H x that plays a Ball, wide the 5 
other runs; or takes up a Ball before ; ith ll 
Mill;7 loſes an End. f 
Ig. HE that removes the Port with his 
Stick. when he ſtrikes his Ball, and there. 
prevents his-Adverſary” 8 Ball from paſ- 
fing loſes an Ent. ly 
15: AL2>Controverſies are to be dec. 
ded b ders-by, upon asking Jud 
— Note, that whoever breaks ql 
the King, forfeits a Shilling, for the Port Wl” 
ten Saillias⸗ „ and each Stick ive ow 


lings. 1013080 2 2348 - 461 
16. Five Eads make a Game 7 Day 


ONT vt rev 


The OR D ERS in Verſe, us 1 found 
them fram'd for a very Fee: a BILE 
LFARD=TABLE. . 50% it asd 30 
704 f. J. els AI JCH 219; 5 165 Git, 
4. ME leading Ball ths upper end mays's 
| For. if it does, it loſes E 1; 
„ 285 bus with the King lie even ſhall, 
"FF be does paſs or bit the onber's Ball; 

-. Or: elfe-loſe One The like if either Jay bl 
5 e Arm: or een Board when hey 
of do play. Md Linh zi 24 Dall 15 
- That Man wins ene We wh the other's ; 
8 ferikes the —_ that be oth" matẽ 
him Fall. 4» If 
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4 1f firiking. at a Hazard both run in, 

The" Ball Fuck at thereby an End oy 4 
5. He 1085 ge he Jigs nic tes 


does : Be that don the 
( H. 2 In Play th d 2 Je Bal þ 


"I. 6 n (t. 7 
With , Hats 1 RS Cleats, lake 


. 2 e bgs paſs'd fall touch 


the Ki, 1 
Tbe 4 e, , paſ#a 2 all Hall 7wwo 


» Ends 
1. Fro kg "Balls PI 7 able om 
The Striker, of. them loſes ons thereby. 
Ang i but. 7750 upyn the Board 1 1 2 
The Striker till the, Loſer oO N 
. One Fodt upon the Ground mu Hill be ſat, 


"Or And oſs, if 7 5 ut fo8e 
Hud if you twice bali tf touch, —y 
Hath feruck N End f for 145 ** 
10, 72 auy Fray Jt; all chance to 17 5 6 
51t. | Reo 2 4 ga Nap Hat. 
1. "Th 7 0 ing. yeing ſet whe mac 


J*01 ſag, 310 
i Wh Hand or. Stick, ſhall be That Py 


4 or Game. 


n 2 te that can touch being Po a, er Arite 


| *. 
* 45 4 , azard, is. 5 allow'd another. 160 roy 
rs 13. el 565 Stander- b 25 op 4 Ball, 
| ame 46mg 2e pays for a 
21 14+ i 
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Ort 
Al- 
45 


$60 of A4 AP? 
14. F any Paſt be firicken back ain, 
2 + & before ſhall be NS. vain. 
15. He that breaks any thing with Violence, 
Ki ing, Port, or Nick, is to make Zood 10 
ence. 

16. Fam not 0 Game doth ully k 

| 15 ask another whether 1 be . | 
Remember alſo when the Game you win, 
To ſet it up fear of Wrangling, © 

17. He that doth make bis © Ball the Kin 

; _— hit, © 
And boles the other, ſeares 7200 Ends for it. 


THERE are ſeveral other Orders which 
only concern the Houſe, which J omit, as 
_— to the Rules of playing at 
-SINCE Recreatidi i is a thin lawful in it 
ſelf if not abuſed, I cannot but commend 
—__— 7 hy ud; innocent of 

w, if ri there 
mine of th Chest en Pla ay d a: this 
as at ſeveral other Games. There is no- 
Ning ng here to be us d but pure Art; and 

fore I ſhall only Caution you, when 
you go to Play, that you ſuffer not your 
01 0 be over-match'd, and do not, when 
t with a better Gameſter than 


— ar. 'condemn the Table, and do not 
— as One did Pics at Nine-pins,- this 


L. N. hath put & Pins upon me. | 


To 


22 
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To conclude, I believe this Paſtime is 

not ſo much us'd of late as formerly, b 

reaſon of thoſe ſpunging Caterpillars whic 
e, ſwarm where any Billiard- Tables are ſet 
up, who make that fingle Room their 
| Shop, Kitchen, and Bed-chamber ; their 
Shop, for this is the Place where they 
wait for ignorant Cullies to be their Cuſ- 
tomers; their Kitchen, for from hence 
comes the major part of their Proviſion, 
Drinking and Smoaking being their com- 
mon Suſtenance; and when they can per- 
ſwade no more Perſons to play at the 
Table, they make it their Dormitory, and 
lleep under it; the Floor is their Feather- 
bed, the Legs of the Table their Bed- 
Poſts, and the Table the Teſter; they 
Dream of nothing but Hazards, being ne- 
ver out of them; of Paſſing and Re- paſſing; 
which may be fitly apply'd to their lewd 
Lives, which makes them continually paſs 
irom one Priſon to another, till their Lives 
e. ended; and there is an End % 


Came. 
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SUPPLEMENT 
7 re THB-: \/--t: 5et 
GAMES upon the CARDS, 
 Comaining a Variety of diverting 

Fancies and Tricks upon the ſame. 


00 fd out among ſeveral Cards, 
one that another bas thought of. 


Haid taken ont of a 
| Pack of Cards, a certain Num- 
ber of Cards, at Pleaſure, and ſnewn them 
in order upon the Table, before the Per- 
ſon that is to think, beginning with the 
lowermoſt, and laying them cleverly one 
above another, with their Figures and 
Points upwards, and counting them 74 
| 7 


Eee, e 
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lily, that you may find out the Number, 
which, for Example, we ſhall. ſuppoſe, to 

be twelve; bid bim keep in mind the 

Number that expreſſes the Order of the 

Card he has Ugh of, namely, one, if 

he has thought of che firſt, two, if he 

has thought of the 5 three, if he 

bas thought of the third, Sc. Then lay 

your Cards one above another, upon the 

ry of the Pack firſt, that was * firſt 

upon the Table, and that laſt ch and 

lait hewn. Then ask the Number of the 

Card thought of, which we ſhall here ſup-- 

poſe to by four, that is, the -fourth Card 

in order of laying down, is the Card 

thought of. Lay your Cards with their 

Faces up, upon, the Table, one aſter iv 

nother, beginning with the uppermoſt, 
which you axe tq reckon four, the Num- 

ber of the Card thought of; ſo the ſe⸗ 
cond, next to it, will be five, and the 

third under that, ſix, and ſo an, till 

jou comè too twelve, che Number ot the 

Cards you fixft pitched upon to ſhew the 

Perlgn'; and you find the Card that 
- the Number twelve falls * n "wn 

the Card $hovght of. _ 
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1 ** Parcel of Cards lieg propoſal | 
or ſbewn- to as many different Perſons, 0 . 
the end that each Perſon may think bn | :| 
one, and keep it in his Mind; to the 


re, eftive Card bat each ber as bas r Yought 
0 


WIA pol chere are chree Per- 
ſons, and three Cards ſhewn to the firſt 
Perſon, that he may think upon one of 
them, and theſe three Cards laid aſide 
by themſelves; then three other Cards 
held before the ſecond ' Perſon, for the 
lame End, and likewiſe laid apart; and at 
laſt, three different Cards again to the 
third Perſon, to the ſame End, and like- 
wiſe laid apart. This done, turn up the 
three firſt Cards, laying. them in three 
Stations; upon theſe three lay the next 
three other Cards that were ſhewyn to the 
ſecond Perſon; and above theſe again the 
three laſt Cards: Thus you have your 
Cards in three Parcels, each of which con- 
fiſts of three Cards. Then ask each Per- 
ſon in what Liſt is the Card he thought 
of; after which twill be eaſy to diſtin- 
guiſh it z for the firſt Perſon's. Card will 
be the firſt of his Heap; and in like 
manner the Second's will ,* the ſecond in 
his; and the third Perſon's' Card will be 
the third in his. | | 
Several 
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Far Cards being ſorted into three e- 
qual —_—_ 10 2 the Card that. one 
thinks 0 

*T1s evident that the Number of Cards 
muſt be diviſible b gn fince the three 
Lifts are equal. ppoſe then there are 
thirty ſix Cards, by conſequence there are 
twelve in each Lift ; 3 ask in what Lift is 
the. Card thought upon; then put all the 


. 


contain'd- the Card cc © rn been een 
the other two; then deal off the Thirty 


ſix Cards again into three equal Hands, 
obſerving that Order of the firſt (rd to 
the firſt, the ſecond to the ſecond, the 
third to "the third, the fourth to the firſt, 
again, and ſo round, dealing one Card at. 
a time, till the Cards are * off. Then 
ask again, in what Hand, or = hg 
the Card thought OO. A and after la 
together the Cards, put that which 
contain'd the Card between che other tw 0 : 
deal off again, as you did before, into 
three equal Lafts. This done, ask once. 
more, what Lift the Card is in, and 
you'll eaſily. diſtinguiſh which is it, for it 
lies in the middle of the Lift to which it 
belongs; that is, in this Example, tis 
the 6th Card; 2 if you will, to * 
e 
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Heaps together, ſo as to put that T s 
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the Artifice the better, you may lay them 
all together, as before, and the Card will 
be in the middle of the whole; that 18, 
the * . 15 J 4, 4 2 e 
7 N the Namber of 2 Cord 3 drdibh 
out of 4 Picques Stock confi ring 4 thirty 
Few Carus. 


Ar TER one hath acc what Card he 
pleaſes, He Can may ' know-how many Points 
are in 0 drawn, Nic 
ins every 0 two, een three, and 
four, and the reſt according to 
umber of their Points; then Iook- 
N 
other, 4 0 e fiſt 
Card to the Points of the! ane, and ( 
the Sum to the Points of the third, ; 
2 Pts on, *. you come to the laſt . 
are all along to caſt out 

Xray he Bog 1 0 Number exceeds it? up- 
on Which Account you _ {ee tis ,needlels . 
to teckon in the Ten 85 ſince, | jey are to 
be "caft gut Eben 5 only you muſt 14 
ways add fbur to the laſt Sum, in order 
to have another Sum, which being ſub- 
rate from ten, if it be leſs, or from 
twenty if it ſurpaſſes ten, the Remainder 

Wil be the Number of the Card Ag 5 
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ſo that if two remain tis a Knave, if three, 
I neen, if four, a King, and ſo ou. 
5 


„ geſt the: Number of the Points, or 
Drops, of t Cards drawn. out of a Een. 
pleat Stock of fifty tao Cards. 


Ar TER any one has drawn at Pleaſure 
two Cards out of the whole Stock, bid 
them add to each of the Cards draum as 
many other Cards as his Number is un- 
der let which is the half of all 
the Cards, w wanting one, fixing upon each 
faced Card what Number he pleaſes ;" if 
the firſt Card be ten, add to it fifteen 
Cards; and if the ſecond Card be ſeven, 
add to it eighteen Cards; ſo that in this 
Example there will remain but ſeventeen 
Cards in the Stock, the whole Number 
aken out amounting to thirty five. Then 
taking the Remainder of the Pack in- 
o your Hands, and finding they are but 
les ſeyenteen, conclude that ſeventeen is the 
% int Number of all the Fonts of the 
Wl * Cards drawn. | 


To cover the Artifice, you need not 
touch the Cards, but. 4 the Drawer 
to ſubtrack the Number of the Points of 
ach of the two drawn Cards from twen 
IK, which is half the Number "te 

e 


| Seven are the 
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the Cards, and direct him to add together 
the two you wg = and __—_ you with 
the Sum, to the End may ſubtract 
it from a the Number o the 2 Stock, 
f. v. fifty two; for the Remainder of that 
is what you look for. 
Fox Example, ſuppoſe a Ten and a 
Cards drawn; take, ten 
from twenty ſix there remains ſixteen; 
and taking ſeven from twehty fix, the Re. 
mainder is nineteen; the Addition of the III 
two Remainders ſixteen, nineteen, males 
a Sum of thirty five, which ſubtrafted 
from fifty two, leaves ſeventeen for the 
2 ol the Fart of the two Cos 
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kn the Arts whe Myſteries 
of Riding, Racing, Archery, 
the Cockfighting, and Bowling. | 
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l The Art and Myſtery of RIDING. 
other.” the Great . or any 
07 


| 8 an MTHOpDC Tin to the 
N Att of RrviNG, I think it re- 
aquifite to treat of the taming 
8 — of a young Colt: In order here- 
to, obſerve, that after your Colt hath. 
ren eight or ten Days at home, and is 
{duced to that Familiarity that he will 
dure currying without ſhewing Ayerſion 

ereunto, and will ſuffer his Keeper to 


H 1 the 


dle and ſtroke him in what Part of 


8 | * | N 


370 Of Riding. 
the Body he thinketh . beſt, then it is 
Time to 4 1 the Saddle; N firſ 
_ Haying it in the anger, that 
itmell to it, and 1 ow ad 
with it, uſing all other Means, that he 
may not be afraid either at the Sight 
thereof, or at the Noiſe of the Stirs 


Having gently put on the Saddle, take: 
Fiveet watering Trench waſfed and anointed 


with Honey and Salt, and fo place it in In 


3 that it. may hang directly a. 
at his Tuſh, fbmewhat leaning thereon: 
| Having ſo done, which muſt be in 2 
Morning after dre ing, then lead him out 
in nt 1 __ water him abroad; 


Me z and aſter he hath 
: rein'd a Mile upon his Trench, an 


hour, or thereabouts, then unbridle and 
zunſaddle him, and give him Liberty to 


feed till Evening, and then do as be- 
ſore; having cheriſhed him, dreſs and 
clothe him for the Night. 

"THz next Day ds as. you dd b be 
and after that, put on him. a ſtrong M 
role, or ſharp Cavezan and Martingal, 


Which you muſt buckle at that Le gh, 


that he may only feel it when he. Jerkceth 
up his Head, then lead him forth inte 
ſome new plow Lan: , or ſoft Ground, 
and there haying made him trot a good 
while about in your H to N him 


olf 


* 


= 
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off from Wantonneſs and wild Tricks, 
offer to mount, which if he then reſule 
trot him again in your Hand, then 
put your Foot into the Stirrup, and 
mount half Way, and diſmount again; if 
he ſeem diſtaſted at it, about with him 
again, and let him not want Correction; 
but if he take it patiently, cheriſh him, 
and place your ſelf in the Saddle, but ſtay 
there a very little while, then cheriſh him 
again, and give him Bread or Graſs to 
feed on; then having ſeen all Things fit 
and ſtrong without olfence to your ſelf 
and Horſe, remount him, placing your 
ſelf even in the Saddle, carrying your 
Rod inoffenfively to his Eye ; then let 
ſme Perſon, having in his Hand the 
Chaff-halter, lead him a little Way, then 
make him ftand, and having cheriſh'd 
him, let him forward again; do this ſe- 
ren or eight times, or ſo often till you 
have brought him of his own Accord to 
90 forward, then muſt you ftay and che- 
iſh him, and Having brought him home, 
alight gently, then dreſs and feed him 
well. Hu 

OBSERVE this Courfe every Day till 
you have brought him to trot, which will 
de but three at the moſt, if you obſerve 
to make him follow ſome other Horſe- 


man, ftopping him now and then gently, 


2 and 
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and then making him go forward, re- 
membring his ſeaſonable Cheriſhings, and 
not forgetting his due Corrections as of. 
ten as you find him froward and rebel. 
lious; and when you ride him abroad, 
return not the fame Way home, that you 
may make him take all Ways inditterent- 
.ly: And by thele Obſervations you wil 
'bring him to underſtand your Will and 
Purpoſe in leſs than a Fortnight's Time. 
HavinG brought your Horſe to re- 
-ceive you to his Back, trot fore- right, ¶ ti 
ſtop and retire with Patience and Obe- 
dience, be never unmindful of your Helps 
Corrections and Cheriſbings, which conliſt 
in the Voice, Bridle, Rod, Calves of tl 
Legs, and Spurs; the laſt of which b 
chief for Correction, which muſt not be 
done faintly, but ſharply, when Occaſior 
hall require it. 7 
' * CHERISHINGS: may be comprehendec 
within three Heads; the Voice deliverec 
imoothly and lovingly, as, /o, /o By 
ſo; then the Hand by clapping him gen 
ly on the Neck or Buttock: Laſtly, th 
Rod by rubbing him therewith upon the 
'Wirhers of the Main, in which he very 
much delights. | | 
THE next that you are to regard, t 
the Muſrole or Cavezan and Martingale 
this is an excellent Guide to a well diſpok f 
54 N ory 
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re-M Horſe for ſetting of his Head in due 
ani Place, forming of his Rein, and making 
of him appear lovely to the Eye of a Spec- 
bel-W tator; and withal this is a ſharp Correc- 
ad, tion when a Horſe jerketh up his Noſe, 
youll diforders his Head, or endeavours to run 
ent-M away with his Rider. 
wil THE Manner of placing it is thus: I 
and Let it hang ſomewhat low, and reft upon 
le. the tender griſſel of the Horſe's N oſe, that 
re · he may be the more ſenſible of Correc- 
ght, tion 5 and let it not be ſtrait, but looſe, 
Jbe- whereby the Horſe may feel, upon the 
eln yielding in of his Head, how 'the Offence 
goeth from him, aud by that Means be 
made ſenſible, that his own Diſorder was 
his only Puniſhment. 

You muſt carefully obſerve how you. 
win your Horſe's Head, and by thoſe 
Degrees bring his Martingale ſtraiter 
and ſtraiter, ſo as the Horle may ever 
have a gentle feeling of the ſame, and 
no more, till his Head be brought to its 
true Perfection, and there ſtay. 

WHEN you have brought your Hor 
Y to ſome Certainty of Rein, and will trot. 
torth-right, then bring him to the tread- 
ing forth of the large Rings. If your 
11 Horſe's Nature be flothful and dull, yet 
gale ſtrong, trot him firſt in ſome new plow'd 
ole Field; but if agil, and of a fiery Spirit, 
ory I 3 then 
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then trot him in ſome ſandy Ground, and 
there mark out a fpacions large Rang, 
about an hundred Paces in Circumference. 
Having walk'd him about it on the Right 
{even or eight Times, you muſt then by 
a little ftraitning of your right Rein; 
and laying the Calf of your left Leg to 
his Side, niaking a half Circle within your 
Ring, upon your right Hand down to the 
Center thereof, and then by ftraitning 
2 little your left Rein, and laying the 
Calf of your right Leg to his Side, mak- 
ing another Semi-circle to your left Hand 
from the Center to the utmoſt Verge; 
which two Semi-circles contrary turned, 
will make a perfect Roman S within the 
Ring; then keep your firft large Circum- 
ference, walk your Horſe about in your 
left Hand, as oft as you did on your 
right; and then change within your Ring 
as you did before, to your right Hand 
again; and then trot him firſt on the right 
Hand, then on the left, as long. as you 
ſhall think convenient, either one, two or 
three Hours, to perfect him in his Leſ- 
ſon; and this muſt be done every Morn- 
ing and Evening too, if you find your 
Horſe ſlothful and dull; otherwiſe you 
need not take ſo much Pains with him. 
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HAVING taught him to "trot the large 
Rings perfectiy, which will not require a- 
bove four or five Days; then in the fame 
Manner and” Changes make him gallop 
the ſane Rings, making Him take up his 
Feet Y troly and loftily, that no tallhood 
may be perceived in his Stfoke, but that 
his inward Feet play before his outward, 
and each of a fide follow the other ſo ex- 
attly, that his Gallop may appear the beſt. 

Grace ot all his'Motions: - 

HERE Note, You mult not entet 4 
all at once gallop this great Ring, but 
by Degrees; firſt a Quarter, then half a 
ed, Quarter, Ge. ever remembring not to 
he force him into it with the Spur, but by 
m- © the lightneſs and cheerfulneſs of your Bo- 
ur ¶ dy let him paſs of his own accord, into A 
Yar Gallop. Eci OW 3 r Le 
ing HELes, Corrections, and Cheriſhings it in 
nd the Ring- turn, are as aforeſaid; the 2 
zht tion of the Voice, and the t regtning of 

Ice Rod, and ſtraitning of the I Aale de 
good Helps, which Now muſt u 0 e as you 
mult the Spur, Rod, and Leg, for timely 
due Correttions : Neither muſt you ever 
cheriſh without Peſert. 

Having made your Harſe gallop as 
well as trot the large Ring, then teach him 

% ſtop fair, comely, and Without Danger, 
NG-Y after this manner : Firft, having cheriſh'd 


14 him 
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him, bring him into a ſwift. Trot forward 
about fro Paces; then draw in your 
Bridle-hand ſtraitly 4 ſuddenly, which 


Wl 2 him e on by, fa 
ore-Legs toget ere 
ill : Then caſe you Xo Af —_ 


e may. give Peelend which. if We 
give him more. Liberty, and. cherith- bim: 
Having given a little reſpit, draw. in your 
Bridle-hand, and make him go back three 
or tour Paces, at which if he ſtrike, ine 
ſtantly eaſe your Hand, and draw it up 
again, letting him come and go till he 


yield and go | backward ; but. if he refuſe 


I let ſome Perſon ſtanding by, put him 
back, and then cheriſh, him, that he may 
know, your Intention. Thus every time 
ou ſtop, make him retire, till you haye 
Perfected him in theſe two Leſſons at os 
me. 
5 _ Have a care that the Ground be not 
pery_ where you ſtop, but firm and 
3 
Danger of falling, re ule, to top as you 
would have him. 

WHEN your Horſe can ſtop well, and 
retire, you muſt then teach him to ad- 
vance betore, when he ſtoppeth; a Leſſon 
that carrieth much grace. and comlineſs 
therein; it is performed in this manner: 


After you have ſtopped your HOW: my 
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out giving your Hand any eaſe, lay the 
calves of both your Legs to his Sides, 
making your Rod, and crying, Up, up; 
which though he underſtand not at firſt, 
yet by frequent Practice, with Helps, Che- 
riſhings, and Corrections, as aforeſard, he 

will come to underſtand your Meaning. 
But beſure you look narrowly to the com- 
lneſs of the Advancing, which conſiſts in 
taking up his Legs both even together, 
bending» them inward to his Body; next 
up his Advance muſt not be too high, for 
he fear of his coming over u you; but 
ile let him couch his hinder- Coin cloſe to 
m che Ground, but by no means ſuffer him 
do fprawl or paw with his Feet forward. 
ne I Laſtly, He muſt not advance for his own 
Ve Feaſire (for that is a great Fault) but 
for og according to your Will and Com- 
man 
Ir in Advancing he riſe too high, rea- 
dy to come over, or omen or Pan, & give 
him not only your Spurs both together, 
but laſh him twice or thrice with your 
Rod between his Ears, and if he adyan-' 
«th of his own accord, then jerk him o- 
yer the Knees, doing fo as often as he 
commits thoſe Faults. _ 
Now the Uſe: of Advancing is this; 
it not only graceth all his other Leſſons, 
but makes his Body ag and nimble, and 
8 
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fits him for ready turning; it is moſt uſed 
at Stopping, and then very gracefully. 
Ix the next Place, you muſt teach your 
Wat to yerk out behind, aſter this man- 
: As ſoon as yon have made him 
ſtop, , preſently give him a jerk under his 
Belly , near his Flank, which will make 
him underſtand you in time, though not 
preſently. At firſt doing "theriſh him 
much, and having let him pauſe, make 
him do it again, ws he will do it as of 
ten as you will have him: But above all, 
look to the comlineſs of his Yerking, for 
it is not graceful for him to yerk out his 
hinder-Legs till his — be above 
the Ground; and ke that he yerk not one 
Leg farther than: the other, — both be- 
ing together, and not too high, or one 
Leg out whilſt the other is on the Ground. 
ELPS in Yerking, are the conſtant 
ſtaying of his Mouth on the Bridle, the 
| ſtrgke af the Rod under his Belly, a A 
gentle touch thereof on his Rump. 
I he refuſe to yerk, or doth ie t 
arderly ; then a ſingle Spur on that Side 
, that is faulty; and laſtly: f continual _ 
ſing him till he hath done it. 21 
Now, to teach him to turn 1 on 
both Hands, is fixſt; to bring his large 
into a narrower 


about four Yards in * walk- 
wg 
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r Horſe therein with alt Gentlenefs, 

ing you his own Pleaſure, till he is ac- 
quainted, therewith :* After this, carry 
aut Bridle-hand conftant; and ſomewhat 
Malt; the outmoſt Rein {traiter than 


the inmoſt, making the Horſe rather look 


from the Ring, than. into it ; and thus 
trot him about firſt on "he one ide, then 
on the other, raking yout Changes as a- 
foreſdid. Thus exerciſe him an Hour and 
half, then'ftop aud make him advance 
three' or fqur times together, then retire 
in an even Line, afterwards, ftand till and 
cheriſh him: Having pauſed a while to 
recover Breath, exerciſe, him as aforeſaid, 
ſtill endehvouring to bring his Prot to all 
the I and boftinefs poſſible, making 
him tö do his Changes roundly and readily, | 

and Aula him to 15 his outmoſt Leg, 
fo much Ger his mot Leg, that he may 
cover it more than a Foot over: And thus 
exerciſt him ſeven gr eight days, every Morn- 
ing at leaft 3 Hours, and ſoffer hin only to 
ractiſe His Lorwed bY effors once in 4 Morn- 
g; in this manner you teach your Horſe 
three Leſſons together, the Terra a Terra, 

the hicavalere , and, the Chambletta.. 6 + 

12 turn Terra a Terra in the outmo 

ire of the ſtraight Ring, and the Incava> 
lere and Chamblitta in Ki Changes, where- 
in he is ſoreed to lap one Leg oyer 225 
ner, 
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t her, or elſe to liſt up the inmoſt Leg 
fr om the Ground, whilſt he brings the 
outmoſt over it: This Leſſon is fo difficult, 
that a compleat Horſeman. ſhould. think 
his Horſe hath neyer perfectly learn'd it; 
and therefore he muſt continually practice 


his Horſe in treading, trotting and gallop- 


Ing theſe narrow Rings; and from thence 
to paſs them about in Ground-ſalts, as 
from taking up his fore-Legs from the 
Ground both together, and bringing his 
binder-Feet in their Place, and fo. paſ- 
ſing the Ring as often as the Strength of 
the Horſe and your own Reaſon will al- 
r nnn 
Ts you ſee the perfefting your 
Horſe in the large Ring will 7755 intro- 
duce him into the knowledge of the ſtrait 
Ring, and that brings him to turn per- 
ſectly, and Stopping begets Retiring, and 
Netiring, Adyancing,  ...._  - ........ 
_ HAviNG brought your Horſe to. this 
Perfection, take off his Muſrole and Trench, 
and in their ſtead puton his Head a gen- 
tle Cavezan, in ſuch manner that it lie on 
the tender Grifſel of his Noſe, ſomewhat 
near the upper Part of his Noſtrils; put 
in his Mouth a ſweet ſmooth Cannon-bit, 
with a plain watering Chain, the Check 
being of a large Size; let the Airble be 
thick, round and large, hanging looſely up- 
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on his neather Lip, ſo that it may entice 
him to play therewith. - 
Harm ſo done, mount, caſting, the 
15 Rein of your Cavezan over the Horſe's 
t Shoulder, and bearing . it with your 
Thumb, with the reins of the Bit in your 
left Hand ; let the right reins of the Ca- 
vezan be caſt over the left Shoulder, and 
bear.it with the Rod in your Hand, and 
Ns i Se Haben, eg bi 
two in the High-way, 
"oy and then ſtop and retire, and gather 
his Head in 15 due Place; the next 
y bring him to his ſormer large Rings, 
and perfect him therein with the Bit, as 
yoy did with the Snafffe all the Lewin 
Leſions, which is more eaſify done, by 


reaſon the Bit is of beter Command, and 


of ſharper Correction. 
THe next thing we ſhall ſpeak of (to a- 
void every thing that is not very pertinent 
oft, which 


to our Parroſe). is the Turning- 
and ſtrong, and ve 8 


muſt be 
fix d in the center of toy” {traight 
and then caufing ſome Perion to and — 
the Poſt, give him the right Rein of your 
Cavezan to hold about the Poſt, and ſo 
walk 2 trot r about the ſame 
as o you thin on your ri 
Hand: Then change your right 4 
* left, and do as before. * 
us 
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thus doing kill your Horſe be perfect in 


every Turn. — ſo done, teach Him 
to manage (the 
_ which is has pe 
to be'prick'd'in the Pad de whe yo 
tance yen ſhall think fit' from one ano- 
ther; then walk your Horſe in a ftraight 

Ring about the firſt on your right Han 

paſſing him in an even Farrow down ti 
the. other Rod, and walk abont that alb 
iu a narrow Ring on your left Hand, then 
thruſt him into à gentle Gallop down the 
even Furrow, till you come to * firft 
Rod, and there make him ſtop (as it 
were) and advance without pauſe or inter- 
miſfior of Time ; thruft Fin forward · a. 
gen, beat 1 Turn Tirys @ Yerrs about 
right Hand' 


en your g 
right to the other Rod, an and bin cbe ate ſame 


marmer beat the turn - about on the left 
Hand; do this as often as you ſhall think 
convenient. Though there are many ſorts 
of Managers, yet I hold but two necef* 
fary and 'uſeftl, and that is this already 
deſcribed, called, Terra a Terra, and In- 
cavalere, or Chambletta afore- mention d. 
As for the Career, I need not 1 much 
thereof, only this, when you run him 
forth-right at full ſpeed, ſtop him quickly, 
 faddenly, firm, cloſe on his Buttock: 
and mark that you make not your Career 
too 
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too long, nor too ſhort; the one weakens, 


and the other hinders the diſcovery of 
his true Wind and Courage; therefore 
let not the length of your Career extend 
above fix-ſcore Yards; and be ſure you 

ve him ſome little Warning by "owt 
Bradle head, before you ſtart him, and 
then ſtop him firmly and ſtrongly. | 

THUS much for che e or 
great Seda 


ene ab em 
| of the Horſe of Pleaſure: 14 


F you will make your Horſe, to bound 
aloft, you muſt firſt trot about ſixteen; 
ards, then ſtop him, and when he hath 
advanced — „ ſtraiten a little your 


Bridle-hand, and then give him the even 


ſtroke of both your Spurs together we? 
Which at firſt will only amaze him; but if 

he have good Niettle and Courage, he 
will at Jeogeh riſe from the Ground by 
oſten doing it; if he doth it, though but 
Rttle, cheriſh him very much, then leg: 


him pauſe, and give him your Spurs again,: 


and it he acts according to your Deſie,; 
cheriſh him again: Make him do thus three 
or faur times a Day, till he is ſo weit 
"or! that 
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that he will do it at any time at your 


Spurs Command. 5 
- NEXT, teach him to Corvet thus; hol- 
low the Ground a Horſe's length, where 
two Walls join together, then place a ſtron 


fmooth Poſt by the fide of the hollowneſs 


of a Horſe's length, likewiſe from the 
Wall; then 3 
Iron- ring at the Wall; this done, ride 
your Horſe into the hollow Place, and fa- 
ſten one of the Reins of the Cavezan to 


b 
the Ring, and the other about the Poſt; 

then (having firſt cheriſned your Horſe) 
make him advance by the help of the 
Calves of your Legs, twice or thrice to- 


gether, then let him pauſe; after this 


encreaſe his Advancings, till you perceive 
he hath got ſuch a Habit therein, that he 
will by no Means go forward, but keep- 


ing his Ground certain, advance both be- 


fore and behind of an equal height, and 


der Legs not high enough, you muſt have 
— 4 behind, who havi 
muſt gently jerk him on the 


Mets, 


make him raiſe his hinder Parts. By ta- 
king this Courſe, in a few Days you will 


ſo teach your Horſe to Coryet, that with- 


—_———_ 


inſt the Poſt faſten an 


( cheriſhing him again) advance him 
half a ſcore times together , and daily 


Feep juſt and certain Time with Mo- 
tions of his Legs ; and if he raiſe his hin- 


a Rod, 
. 
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out any Helps, at any Time and Place, 
you may make him Corvet at your Plea- 
Wei: 1533.10); eee | 
I need not ſpeak of the Capriole, ſince 
it is the ſame manner of Motion as the 
Corvet , only it is done forward, gain- 
ng. Ground in the : Salt, raiſing his hinder 
— as high or higher than the fore- 
mo | | 
I you wou'd have your Horſe go ſide- 
long on either Hand, you muſt draw 
up your Bridle-hand ſtrait; and if you 
would have him go on the right Hand, 
lay your left Rein cloſe to his Neck, and 
the Calf of your Leg cloſe to his Side, 
making him put his left Leg over his 
right; · then turning your Rod backward, 
gently jerking him on the left - hinder 
Thigh, make him bring his hinder Parts 
to the right Side alſo, and. ſtand in an 
even Line as at firſt ; then make him 
moye. his Fore parts more than before, ſo 
that he may, as it were, croſs over the e- 
ven Line, and then make him bring his 
hinder Part aſter, and ſtand in an even 
Line again; and this do till by Practice 
he will move his Fore- parts and Hinder- 
parts both together, and. go ſide- long as. 
far as you pleaſe; and if you would have 
him go on the Left-hand, do as before. 
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To conclude, | theſe are the moſt» mas 
terial Leffons requifite to be taught any 
Horſe whatever, either for Service or 
Pleafure, which, if taught your - Horſe 
with Care and Patience, you may con- 
_ clude your | Horſe perfect and com- 
pleat. But be ſure you obſerve this, that 
whatſoever Leſſon your Horſe is moſt 
imper ect in, with that Leſſon, even when 
you ride, begin and end; repeating ! e- 
very one over, more ar Tefs, leſt want 
of Ute breed Fo rgetfulnefs; and Forget 
_— abſolute: wes 1 7 
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OR che \complencing a Gemen ag 
Delight in the Art of Racing, he is 
ſpecial Cognizance of theſe fob- 
ent Rules and Orders. ' 
RST, He eie d i 
wol convenient Time to take his Horſe 
from Graſs, which is about Bartbolome w- 
ride, the Day being dry fair and pleaſant; 
as ſoon as he is taken up, let him ſtand al 
ght in ſome convenient dry Place 
to empty his Body; the neut Day: put 
him into a. en and feed him with 
Wheat- 
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Wheat-Straw, but no lorger; for though 
che Rule be good in caking up FHorſes 
Bellies after this Manner, yet if you ex- 
ſe ceed your time in fo. doing, this — 
- FF will ſtraiten his Guts, heat his Liver, 
n- and hurt his Blood; therefore what. you 
it © want in Straw let it be ſupplied by riding 
it him forth ta Water Morning and | Eve- 
ning, Airings, and other — Exers 
ciſe. And for his Food, let it be good 
old ſweet Hay, and clothe him accord- 
ing to the Weather and Temper of his 
Body: For as the Year grows colder, and 
thereby you. find his Hair riſe. and ſtare 
about his Neck, Flanks, or ocher Parts, 
then add a wollen Cloth, or or more, if need- 
require, till his Hair fall ſmooth. Where 
note, that a rough” Coat ſhews want of: 
Cloth, and a Thy Coat Cloth enough. 
A Race-Horſe ought to be dreſſed in 
his reſting Days twice a Day, before his 
Morning and Evening Watering, and muſt 
be done after this Manner: Curry him 
from the Tips of his Ears to the ſetting. 
on of his Tail, all his -_— over 
with an Iron Comb, his er the 
Knees and Gambrels — * 5 — duſt 
him and curry him high again all over with 
around Bruſh of Briſtles, then duſt him 
the ſecond time, and rub: all the. looſe Hair 
of with your Hands te in fr Water, 
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and continue rubbing till he is as dry as 
at firſt, then rub every Part of him with 
a Hair Cloth; and laftly, rub him all 
over with a white Linen Cloth ; then pick, 
his Eyes, Noftrils, Sheath, Cods, Tuel 


and Feet very clean, then clothe him and. 


' ſtop him round with Wiſps. 

- THERE is no better Water for a 
Race-Horſe, than a running River or clear 
Spring, about a Mile and half from the. 
Stable, near ſome level Ground; where. 


you may gallop him afterwards; having 


{coped him a little, bring him to the Wa- 
ter again, then ſcope him and bring him 


again,. ſo often till - he refuſe to drink 
more for that *Fime; after this, walk him 
home, - clathe-and ftop him up round with. 


reat ſoſt Wiſps; and having ſtood an 


Qats, dry'd either by Age or Art. If your 
Horſe: be low. of leſk; or hath a bad 
Stomach,. add one third of Beans to 

_ Parts of Oats, and that will recover 


Tux next Food you -ſhall give him 


ſhall be better and ſtronger, and it is Bread, 
which you muſt make aſter this Manner: 
Take two Buſhels of Beans, and one of 
Wheat, and grind them together; then 


. boult through a fine Range, the Quantity 


of half a - Buſhel of pure Neal, and hake 
a a 1 


e =» 


our the Bridle feed him with ſound 
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it in three Loaves, and the reſt ſift. 
through a Meal-five, and knead it avith 
Water and good Store of Barm, and' bake 
it in great Loaves: With the courſer 
Bread feed your Runner in his reſti 


of hs Exerciſe and greateſt: 3 
- Tre Times of his the 
_ s of his Reſt, muſt be — com- 
* Water in the Morning, an Hour 
al Mid-day, after. his Evening Water- 
ing, and at Ten a-Clock at Night; but 
upon his labouring Days, two Hours af- 
ter he is throughly cold, outwardly and 
inwardly, as aforeſaid. 
I;ET his Hay be dry and ſhort if i 
be ſweet no matter how courſe it is, for if 
it be rough it will ſcour his "Teeth. As 
for the Proportion of his Food, I need not 
preſcribe 'a 'Qnantity, -ſmce you muſt al- 
low: him according to the Goodneſs Ws; 
Badneſs of his Stomach. 


Hs Exerciſe ought to be thrice: a Week, 


and it muſt be more. or leſs, according to 


the Condition of his Body; for if it be 
foul, exercife him ä to break. 


his Greaſe; if clean, you may do as yoùœẽg;m 


think: fit, having a Care that you diſcou—- 
rage him not, nor abate his Mettle ; and 
after every -Exerciſe, give him that Night 
or the next — a Scouring 3 1 


e 
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beſt I know to purge a Horſe from all 
Greaſe, Glut, or Filth whatever, is this, 
Tale three Ounces of Anniſeeds, fix 
Drams of Cummin-ſeeds, a Dram and 
Half of Carthamus, two Prams of Fenu- 


greek-ſeed, and of Brimſtone an Ounce 


and an half ;- beat all theſe to fine Pow- 
der, and ſearle them; then take of Sal- 
lad- I, fomewhat more than a Pint, a 
Poun ** half of Honey, and a Pottle 
of white Wine, then. with fine white Meal 
Knead it well into a ſtrong Paſte, and 
keep it by you, it will laſt a long Time; ; 
when you uſe it, diſſolve a Ball thereof in 
a Pail of fair Water, and give it him to 
drmk: after Exerciſe, in the dark, left diſ- 
"colouring the Water, the Horſe refuſe to 
drink, This is an excellent Scouring, and 
a Remedy for all internal Diſtempers. 

Now after Exerciſe, cool him a little 
abroad before you bel him home, then 
houſe him and litter him well, rubbing 
him with dry Cloths till there be never 


det rim, then "clothe. and | 


wiſp him well. 

HERE nate, before you air your Horſe, 
at will be requiſite to break a raw Egg 
into his Month, for it will add to his 
Wind. If he de fat, air him before Sy 
riſe and aſter Sun-ſet ; but if lean, let him 
| wy as much Comfort of the Sun as yon 


can. 
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in his Cloths ſometimes 
to — him ſweat is not irrequiſite, ſo 
it be 8 done; but when with- 
out his Cloths, let it be ſharp and ſwiſt. 
Lr his Body be ęmpty before he 
M and to waſh his Tongue and No- 
ſtrils with Vinegar, or to piſs in his 
Mouth &er. you back him, is wholſom; 
having cours d him, clothe him aſter he 
hath. taken Breath, 0 ride him Hons 
> 16458 
To be Hort, what is 8 Jefottive 5 in 
the right ordering of a Race-Horſe, your 
own Judgments may eaſily ſupply. All that 
yon have 0 do, is to be careful when to 
take him up, how to clothe him and dreſs 
him, When and how-to feed and water, 
hat and how much Exerciſe is requiſite 
either by airing or by .courſing, and his 
podering after Exerciſe, and what Scour- 
_—_— mnolt xeguilite ; and that I may 
add a little more to your Knowledge, and 
conclude chis Subject, take theſe general 
Rules and Inſtruttinns. | 
n COURSE not your Horſe hard, at 
traſt four or - five. Days before 'you run 
your Match, leſt — Soreneſs ol his 
Limbs abate his Speed. 1.5 
2. ExcE rr your; Horſe be a fol 
Auer 5 aher uten e 


eve T Ha 376d (5 Nights 
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Nights before his Match, and the Night 
before his bloody Courſes. - 

3. As you give your Horſe gentle 
Courſes, give him ſharp ones too, that he 
may as well find Comfort as Di] 5 
thereoon. 
J. UroN che Match-Day = 
Horſe be empty, and that he che his 
mdifturbed you lead him ot. 

F. SHOE your Horſe every Day before 
you run him, that the Pain of the Ham- 
mer's Knocks may be out of His Feet. 

6. SADDLE your Horſe on the Race- 
ty 3 in the Stable, before you lead him 
forth, and fix both the Pamel and the 
Girths to his Back and 'Sides with Shoe- 
makers Wax, to prevent all Dangers.  - 
J. LEAD your Horſe to his Courſe with 
all Gentleneſs, and give him Leave to 
ſmell to other Horſes , that thereby 
he may be enticed to woe and _ 
his Body as he goes. 

8. LASTLY, When you come to the 
Place where you muſt ftart, firſt rub his 
Limbs well, then unclothe him, then take 
His Back, and the Word given, ſtart him 
with _ Gentleneſs _ Quietneſs that 
may, leſt doing hin raſh] on 
ke him in his own Wind. Ys — 

A Race-Horſe oaght to have all the fineſt 
Shapes that may be, but above all 1 
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to flye with the leaſt Motion. Long 


Shapes are tolerably good, for though 


they ſhew' Weakneſs, yet they aſſure ſad- 
den Speed. The beſt -Horſ' for this ule 
is the Arabian Barbary, or his Baſtard; 
not but Gennets. are good, but the Turks 
much better. 

HAVING jd you 1 all theſe Ad- 

vantages. for ordering your Racer, from 
his taking up, to the Day of his Running, 
I. hope you will, make fach good uſe of 
hens that if upon an equal Match you 
mould lay pre Money on the Heels of 
your Horſet thus ordered, he ſhall be 
„o far from kicking. away his Maſter's 
Stake, that the N imbleneſs of Bis F ect 
ſhall make it double. 
I might here inſert the many Subtil- 
ties and Tricks there are | uſed in making 
a Match, the-Craft of the Betters, with 
the Knavery of the Riders, but that 
they are now too generally — by the 
woful 0 ATI of too _— _— 
Loſe of SF; * 
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he muſt be nimble, quick and fiery, apt 


7 
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10, of ARCHERY. 


q RCHERT. as ee 

0 it hath: been heretofore, and is 
Zill in ſome Part of the World very 
uſeful in military Affairs, but nom 
quite laid aſide by Engliſo Men for fight- 
ing, there being found out more dex- 
trous and ſpeedy Wers to kill cen 


one another. 5 

' YET it is not 2 dal ade, but that 
it is uſed by ſome for Paſtime, either at 
Buts or Rovers, and ſhould not be for- 


ir gotten by Citizens, as appears by the 


Coritinnance* of that ancient Cuſtom for 
,every Lord. Mayor to ſee the Prize per- 
Formed by Ane aunaally with = 
pound Arrow. 
CERTAINLY this. thooting in the Joog 
Bow is very healthful for the Body, by ex- 
tending the Limbs, and making them pli- 
ant; and it hath been neceiſary för a 
Commonwealth, in the Defence and Pre- 
ſervation of the Country; but ſince it is 
o little us'd now a-Days, I ſhall abbreviate 
my Diſcourſe. 

THERE are theſe” Rules to be ob- 


8 ſerved for ſhooting in the Long-Bow. 


W | Fier 
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Fixsr, He muſt have a good Eye to 
behold and diſcern his Mark, and boy 
ing Judgment to underſtand the diſtance of 
„ Grunt; to take the true advantage of a 
8 Side-wind, and to know in what Compaſs 
y his Arrow muſt fly ; and a quick' Dexte- 
w © rity, to give his Shaft-a ſtrong, r and 
t» ſudden Looſe. 
SECONDLY; He maſt in the Action it 
ſelf ſtand fair and -upright with his Body; 
his le# Foot a convenient Stride before 
his right, both his Hams ſtiff, his left 
Arm holding his Bow in the midft ſtretelit 


three Fingers and his Thumb drawing 
the String to his right Ear, the notch of 
his Arrow reſting between his Fore-finger 
and Middle-finger of his Right-hand, and 
the Steel of his Arrow below the Fea- 
thers, upon the middle - Knuckle of his 
Fore-finger on his Left-hand ; he ſhall 
draw his Arrow cloſe up to the Head, 
and deliver on the Inſtant without hang- 
ing on the String. 

TAE beſt Bow is either Spaniſh or 


Sugar-cheſt, or Brazil, and che beſt Fear 

thers Gray or White. 

I THERE are three Marks to ſhoot. : al 
_ Fu or Rovers. 


. 


z 


{trait out, and his right Arm with his firſt 


Engliſh Yew ; the: beſt Shaft is of Birch, 
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ITux firſt is a level Mark, and there- 
fſiore you muſt have a ſtrong Arrow with 
à broad Feather. en | 
Tk ſecond is a Mark of ſome Com- 
paſs, yet moſt certain in the 
therefore you muſt have nimble: ſtrong | 


Arrows, with a middle Feather, all of one 
Weight and Flying. 


I laſt, = $1 4 1s, the Nevers i is un- 
Y certain, ſometimes longer, ſometimes ſhort- 
er, and therefore requires Arrows lighter 
or heavier, according to the Diſtance of 
„Shooting. 
* I: you want Strength by debilitation in 

the Arm or Back, you may reap the ſame 
. Pleaſure by uſing the Croſs-Bow, with 
4 which you may ſhoot at — * 
"= or Rovers. 
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IV. E CK- FIGHTING.” 


Ocking is a 8 or Paſtime 10 full 

- of Delight and Pleaſure, that I know 
not any Game in that reſpect is to be pre- 
ferr d — it; and fince the Fighring- 
Cock hath gain'd ſo great an eſtimation a- 
mong the Gentry, in reſpect to this noble 
Recreation, I ſhall here propoſe it before 
0. the other nt of © OL HOP afore 
* 
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fuccinctly diſcourſed ; that therefore L may: 
methodically give Inſtructions to ſuch as, 
are unexperienced, and add more Knows ., ' 
ledge to ſuch who have already gain d a 


competent proficiency in this pleaſing Art, 


J ſhall as briefly as I can, give you infor- 
mation how you ſhall Chuſe, Breed, and 
Diet the Fighting-Cock, with what choice: 
Secrets are thereunto belonging, in ac 


thus. 
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Of the Choice of the Fi ghting-Cock. 


are four Things principally to be con- 


and they are Shape, Colour, 8 
rage, and Sbarp- heel. | 


FIRST, as to his Shape, You. muſt. not 


chal him neither too Small, nor too 
Lar 
fighting, and the other unweildy and not 


ge; the firſt is weak and tedious in his ” 


active, and both very difficult to be match'd; 


wherefore the middle-ſiz'd Cock is che. 


—.— Choice for your purpoſe, being ea- 


ily match'd, and is both Sewon and drags 


ble. 


HIS Head: ought to be mall, with 


0 large Eye, and a ſtrong Back, 


K 3 and 
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and. (is Maſter Mart ham obſerves) muſt be 
rockt and big at the ſetting on, and in Co- 
lour ſuitable to the Plume of his F. 
whether black, yellow, or reddiſh, c. The 
Beam of his Leg muſt be very ſtrong; 
and according to his Plume, blue, gray, or 
yellow, his Spurs rough, long and ſharp, 
a little bending and looking in ward. 

- SECONDLY, His Colour ought to be 
either gray, yellow, or red, with a black 
Breaſt ; not but that there are many other 
colour'd Piles very. excellent . good, which. 
you mult find out by Practice and Obſer- 
vation, but the . former, by the Ex- 
perience of moſt, found ever the beſt; the 
” pr d Pile may ſerve inditferently, but the 

hits and Dun Dun. are Ry found good. 
for any thing. 

HERR Nate: That if your Cock's Neck 
be inveſted with a ſcarlet Complexion, it. 
is a:fign/ he is ſtrong, luſty, and couragi- 
ous ; but on the contrary, if pale and wan, 
it denotes the Cock to be Fant, aud in, 


Healch defective. 


: THIRDL Y; you may kriow his cou- 
rage by his proud upright ſtanding, and 
ſtarely tread in walking; and if he crow- 
erh very frequently in the Pen, it is a 
couragious Demonſtration. 0 
FOUR TRHTLx and laftty, his narrow 
Hielfor e of Heel, is known no 


ocher- 


Of Coct· Fighting. 799 
: other-ways than by Obſervation in Fight-- 
ing, and that is when upon every riſing 
he ſo hits that he extracts Blood from his 
Opponent , „ gildipg his Spurs eme. 
every Blow — imme⸗ 
Heath to * Adverſary. 
HERE note, That it is che Opinion of 
the beſt esl. labert that a ſharp- heel d 
Cock, though he be ſomewhat falſe, is 


„but ſeldom wounds; the other car- 


concluſion; and though he is not ſo hardy 
as to endure. the, utmoſt hewing, fo com- 
monly there is little occaſion for it, being 
a Ek diſpatcher of his Buſineſs: Now, 
mould your Cock prove both hardy and 


can make choice of. 
T0 conclude, make your choice of 
ſuch a one that is of Shape ſtrong, of Co- 
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better than à true Cock with a dull Heel: : 
55 the Reaſon is this, che ane fights 


yy Heel ſo fatal, that every Moment 
* an expectation of the Battel's 


2 he 1 the beſt Cock vou 


lour good, of” Valor true, 1 of — | 
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ere bbb eres eee 
Heu Fo breed a Cork of the Gant 


| — you as; ler your Hen tk 
of x good Complexion; that is to 
Hay, rightly plumed, as black , brown, 

ſpeckt, gray, griſſel, or yellowiſh z theſe 
are the right and proper Colours for a 
Hen of the Game; and if ſhe be tufted on 


the Crown it is ſo much the better, for 


that argues Courage and Reſolution; and 
_ If ſhe have the addition of Weapons, they 
conduce very much to her Excellency. 
- © LET her Body be large and welt Gked 
bebleg for the produtkon of large Eggs; 
5 — do well to obſerve how ſhe be- 
eth herfelf to her Chickens, whether 
or - frowardly, and take eſpecial 
notice of her Carriage and Deportment 
among other Hens; if ſhe will receive 
-Abuſes ſrom them without Revenge, or 
"thew any thing of Cowardiſe, . value her 
not, for you may aſſure your ſelf her 
| Chickens will be good for nothing. 
By the way, take this Obſervation, con- 
firmed by the Opinions of the beſt Cock- 


Maſters both Ancient and Modern, that 


a right Hen of the Game from a ng. 
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Of Cock- Fighting. 201 
hill Cock will bring forth very good Chick- 
ens, but the beſt Cock from a ill- 
Hen will never get a Bird that's fit for 
the Game: Wherefore, if you intend to 
have a good Breed, get perfect 829 4 
you perfect Hens. & >r6 

THz beſt Seaſon for breeding is Ben 
che encreaſe of the Moon in Februury, to 
the encreaſe of the ſame in March. Let 
her Neſt be ſo placed that ſhe may not 
be diſturbed* by the ſight of any other 
Fowl, which frequently ſo raiſeth her 
Choler, that the Eggs are in great Dan- 
ger ; let the compoſure of her Neſt be: 
made of ſoft ſweet Straw, and let it ſtand 
in ſome warm Place, for the is a Bird that 
is very tender. - 

THE next thing that you are to tb 
ſerve is, whether ſhe turn her Eggs often 
or not; if ſhe is remiſs therein, you muſt 
ſupply her Duty, but if ſhe fave you the 


Labour, prize her more than ordinary. 


And that ſhe may not ſtraggle too far from 
her Eggs, being neceſſitated to ſeek abroad 
for Food, and ſo cool her Eggs, it will 
be altogether needful for you to ſet b 
her ſuch neceſſary Food as you ſhall think 
fit, with ſome fair Water; and that ue 
may bathe and trim her ſelf. at her Pleas 


. in the Flace where ſhe ſitteth, let 
K 5 chere 
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there be Sand, Gravel, and Aſhes f 


hfted. | 


Tun Hen hatcheth her Chickens com- 
monly after one and twenty Days ; obſerve 
in the Hatching to take thoſe ark hatch'd, 
and wrapping them in Wool, keep them 
warm by the Fire- ſide, till the reſt are diſ- 
cloſed: - Being all hatch'd, put them under 
the Hen and be ſure to keep her warm, 


and ſuffer not your Hen and Chickens to 


ſtraggle abroad till they are* above three 
Weeks old ; , and let the Room wherein 
they walk be boarded, for all other Floors 
are either too moiſt, or too cold. 
LIT their Walk be in ſome Grafſs- 
court, or ſome Green-place, after they are 
a Month old, that they may have the be- 
nefit of feeding on Worms, and now and 
then to ſcour themſelves with Graſs and 
Chick - weed; but be careful they come not 
near Puddles nor filthy Places, for they 
engender in Birds of this Nature venomous 
Diftempers, which commonly e fatal: 
For the prevention of ch Me * 
way of Antidote, give them ever rn 
ing before they range abroad, — blades 


of Leeks chop d or minc'd: ſmal and ming- 


led among their uſual Diet: Alſo it will 
be requiſite to perſume their Room _ 
bros Penny-ryal or * ai . 


OBSERVE 


_ 
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Os ENV to take this Cours til their 
Contb or Wattles are Uſe able, or pain: 
ly viſible to 55 Eye, cut em awa\ „ and 
_— "the fore. Place with oy” 8 155 

it be whole: The Reaſons. w Ny OE 
ombs or Wattles ſhould be cut o foon 
are theſe, Firſt, if you let, them grow till 
they arrive to, their r full bigneſs, * then 
cut them, there will Elles great flux 
of Blood, and the leaſt ve of Blood 3 in 
feather'd Fowl is very dangerous; if much, 
frequently mortal; moreoyer to 105 them 
grow thus, Laue 525 Pn. Sis, 
with, great Lumps; Whereas ou ta 
them off. betime, 45 aforeſ⸗ reſaid, A 4 al 
50 Heads finely {mall, Tooth and len- 

K. 

THE time of the ſeparation - .of . the 
Cock-Chickens is when they begin. to fight 


with and peck one another, till which, 


time you may let them walk with the 
Hen promiſcuouſly together, but after - 
wards let their Walks be a- part, and that 
Walk is beſt where he may ſecurely and 
privarely enjoy his Hens without the di- 

rbarice and annoyance | of other Cocks, 
for. which purpoſe Walks at Wind-mills, 
Water-mills , Grange-houſes, Lodges in 
Parks, and Coney-warrens, are very gobd 
Walks, but that the latter is ſomewhat: 
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204 Of Cock: Figbiing. | 
dangerous, being fr nently haunted with 
Pole-cats, and other Vermun. - 
LET the. Place of feeding be, as. near 
as you can, on ſoft dry Ground, or on 
Boss, if che Place be Harder, as on paved 
Farth, or Floors plaiſter'd, it will ſo wea- 
ken and blunt their Beaks, that they will 
be unable to hold faſt. | 
HERE Note, That white Corn is 
good for a Cock in his Walk, and fo are 
hite-bread Toaſts ſteeped in Drink, or 
Man's Urine, which will l both ſcower and 
cool them inwardly. 

LET not above three Hens walk with 
your Cock, for fhould you ſuffer more, 
they will tread too ech "þ reaſon of the 
Heat of their Nature, and b often tread- 
ing they will conſume their Strength, and 
become ſo debilitated, that though they 
have Courage enough, yet they have not 
Strength to perform their Parts, as they 

: ought to do in a Battel. 

- OBSERVE the crowing of your Chic- 
Kens ; if you find them crow too ſoon, 
that is, before fix Months old, or unſea- 
fonably, and that their crowing is clear 
and loud, fit them as ſoon as you can 
for the Pot or Spit, for they are infal- 
1 Signs of Cowardiſe and Falſnood: On 
e contrary, the the true and perfect 
& is long before he obtains his Voice, 


— 
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and when he hath got it, obſerves his 
Hours with the beſt judgment. 4 1 

SUFFER not your Cock to fight a Bat- 
tel till he is compleat and perfect in every 
Member, and that is when he is two 
Years old; for, to fight him when the 
Spurs are but Warts compar ':, iy, is no 
ſign of Diſcretion, for you may then pro- 

bably know his Valour and Courage, but 
you. know his Worth and Good- 
. 2 Tas | | "RY 
IN eſpecial manner take Care, that 
your Cock's Rooſting-perch be not too 
ſmall in the Gripe, or ſo ill-placed that 
he cannot ſit without ſtradling, or if it 
be crooked it is bad, for by theſe Means 
a Cock will be une ven Heel'd, and conſe- 
quently no good Striker; and know that 
2 Perch either maketh or marreth a Cock: 
To remedy or prevent ſuch Faults, is to 
have in- your Rooſt a row of little Perches 
about eight Inches in length, and ten In- 
ches from * Ground, ys _ Cock may 
with more facility aſcend, and being up, is 
forced to keep 4 near together: And 
here take notice of this Maxim amongſt 
the - beſ# Cock-breeders, That the Cock which 
is a cloſe Sitter, is ever a narrow Striker. 

LET the Foot-ſtool of the Perch be 
round and ſmooth about the thickneſs of 
a Man's Arm; or if you will n 
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beft furm for a Perch, go vifit the Houſes 
of the moſt skilful Cock- maſters, and from 
them all gather what is moſt arm for 
your purpoſe, by making inſpection 3 
their Feeding-pens and other R ; 

let the Ground underneath the Perch be 
ſoft, for otherwiſe, when he leaps down, 
he will be apt on a rough and hard 
Ground to hurt his Feet, inſomuch chat 
1 will grow knotty and gouty. 


1 — 
of | dieting and ordering a Cock for - 


N the dieting and ordering of a Cock 
for Battle conſiſteth all the ſubſtance 

2 Profit and Pleaſure; and therefore your 
Cock-merchants are very cautious 

of divulging the Secrets (as they call them) 
of dieting, for on that depends the win- 
ning or loſing the Battle, they knowing 
very well that the beſt Cock undieted is 
unable to encounter the worſt that is di- 
eted: Lec others be as niggardly as they 
rage of _ * rience and Obfervati- 
thall ſhall be free, and ſcorn 


them into ſeveral Pens, having a moving 
Perch therein, to ſet it at which corner of 


may have at the Houſe of any Cocker, 


tions how to make them; only be advi- 
ſed to keep your Pens clean, and let: 


Water. 
Cock is penn d, feed him with the crumb 


; uns 3 coldeſt Spring you can get it. 
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Cock- fighting; wherefore as to the diet- 
ting and ardering of F ighting- Cocks, tale 
theſe Inſtructions following. 

Tu E time of taking up you r Cocks 
is about the latter end of ges, for 
from that time till the latter end of May, 
Cocking is ſeaſonable and in requeſt, the 
Summer ſeaſon being improper np reaſon 
of its great Heat. 

HAvinG taken them up, view them 
well, and ſee that they are ſound, hard- 
feather'd, and full-fumm'd, that is, having 
all their Feathers compleat; then put 


the Perch you think moſt convenient; 
the Faſhion and Form of theſe Pens 


and therefore I 1hall give you no Direc- 


not your Cocks want either Meat or 
FoR the firft four Days after you: 


of old Manchet cut into ſquare Bits, a- 
bout a handful at a time, and feed him 
thrice: a Day therewith, that is, at Sun- 
riſing, when the Sun is in his Meridian, 
and at 8 and let his Water be 
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- HAviNG fed your Cock thus. four 
Days, or ſo long till you think he hath 
purged himſelf of his Corn, Worms, Gra- 
vel, and other coarſe Feeding; then in 
the Morning take him out of the Pen, 
and let him /pary a while with another 
Cock: Sparring is after this Manner: 
Cover each of your Cock's Heels with a 
Pair of Hots made of bombaſted Rolls of 
Leather, ſo covering the Spurs that they 
cannot bruiſe or wound one another, and 
{> ſetting them down on Straw in a Room, 
or green Graſs abroad; let them fight a 
good while, but hy no Means ſuffer them 
to draw Blood of one another; the Bene- 
fit that accrues” — this, it heat- 
eth and chafeth their ies, and it break- 
eth the Fat and the Glut that is within 
them, and adapts it for Purgation 
. - HAVING /parred as much as is ſuf- 
- ficient, which you may know when you 
ſe them pant and grow weary, then take 
them up, and taking off their Hots give 
them a Diaphoretick, or Sweating, after 
this Manner: You muſt put them in deep 
Straw-baskets made for the Purpoſe, or 
for want of them take a Couple of cock- 
ing Bags, and fill theſe with Straw half 
Way, then put in your Cocks ſeverally, 
and cover them over with Straw to the 
Top, them ſhut down the Lids ESL 
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them ſiveat ; but do not forget to give 
them firſt ſome. white Sugar-Candy, chopt 
Roſemary and Butter , mingled and. i 2 
porated together. Let the Qu n 
about the Bignef of a Walnut; by ſo do- 
ing you will cleanſe him of his "Grate, 
increaſe his Strength, and, an his 
Breath. 

TowarDs four or five a- Clock in the 
Evening, take them out of. their Stoves, 
and having lickt their Eyes and Head 
with your Tongue, and —_ them into 
their Pens, and having filled their Throats 
with "RL Manchet, piſs therein, and 
let them feed whilſt the. Urine. 1s 103. 
ſor this will cauſe their Scouring to 
work, and will i cleanſe both 
Head and Body. 

AFTER this, diet your Cocks * 6 Y 
Bread made after this Manner: Of Wheat- 
meal, and Oatmeal Flonr, take of each 
a_ Gallon, and knead them into a. ſtiff 

Paſte, "with Ale, the Whites of half a 

Score Eggs, and ſome Butter z having 
wrought the Dough very well, make it 
into broad thin Cakes, and when. they 
are four Days old, cut them into Lynn 
Pieces; I will not adviſe. you to uſe (as 
ſome | impudently do) Liquoriſm, An- 
niſeeds, or rather hot Spices among 
your foreſaid Ingredients 3. for. they 1 
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make à Cock ſo hot at the Heart, that 
upon the concluding of the Battle, he will 
be fuffocated and overcome with his own: 
Heat. In ſhort, that Food is beſt which 
is moſt Tonlenitaneous to his own natural 
feeding.  ' | 

THz ſecond Day Ader his ſparring, 
take your Cock into a fair green Cl e, 
and having a Dunghill Cock in your Arms, 
ſhew it him, and then run from him, that 
thereby you may intice him to follow, 
=p MAY him to have now and then 
Blow, and thus chafe him up and 
en about ha f an Hour; when he be- 
gins to pant, being well heated, take him 
up and carry him home, and give him 
this Scouring; Take half a Pound of 
freſh Butter, and beat it in a Morter 
with the Leaves of Herb of Grace, Hy- 
fop and Roſemary ,. till they all look 
ke a green Salve; give him thereof a 
Piece as" big as. a. Walnut, and then 
fes him as aforeſaid, till «Evening, then 
Ae him according to. ſormer reſcrip- 
tion. - ax 

Tk next Day let bin feed and reſt, 
and ſparr him the ood Day after ; thus do 
every other Day, for the firſt Fortnight, 
either ſparring or chafing, and after every 
Heat a Scouring, which will keep Him 
from being faint and purſie. 
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FEED him the ſecond Fortnight as you 
did the firſt, but you muſt not ſparr him. 
or chafe him above twice a Week, ob- 
ſerving ſtill, that if ypu heat him. much, 
”_ muſt ſtove him long, and give him. 

a greater Quantity of Scouring. When 
well in Breath, flight Heats, ſmall Sconr- 
ings, and little Stoving will ſerve the 
Turn. 

THe third Fortnight (which is a time 
ſufficient for ordering a Cock for the Bat- 
tle) you muſt feed. him as aforeſaid, but 
you muſt not /parr him at all for fear of 
making his Head fore, but you may mo- 
derately chafe him twice or thrice in that 
Time as aforefaid, then give him his: 
Scouring , rolled well in brown Sugar- 
Candy, which will prevent the Scouring 
from making the Cock ſick; now you 
let him fight, having firſt let him reſt 
four Days, obſerving that he come emp- 
ty into the Pit. 3 5 


The right Way of cut 


Fall Things have a ſpecial Care hi” 
you miateh your Cock; for ſhould 
you feed your Cock with never ſo much- 
circumſpett Care and Prudence, it will a- 
vail nothing if your Cock be over- matched. 


e 
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IN Matching take Notice of theſe two 
things; firſt, the Length of Cocks; ſe- 
condly, the Strength of Cocks: For the 
Length, if your Adverfaries be too lon 
yours ſhall hardly catch his Head, and ſo- 
be incapable of endangering Eye or Life; 
and if he be the ſtronger he will over- 
bear your Cock, and not ſuffer him to- 
riſe and ſtrike with any Advantage. 
THE Length you may judge of by the 
Eye, when you gripe the Cock by the 
Waſte, and make him ſhoot out his Legs, in- 


which Poſture you ſhall ſee the utmoſt of 


his Height, and ſo compare them toge- 
ther, being herein governed by your Judg- 
ment; his Strength is known by the Thick- 
neſs of his Body. Take this for a Rule, 
That a Cock is ever held the firongeſt, which» 
is the largeſt in the Garth. ; 
You ſhall know the Dimenfions of the- 
Garth by the Meaſure of your Hands, 
Griping the Cock about from the Points 
of your great Finger to the joints of your 
Thumbs, and either of theſe - Advantages 
by no Means give your Adverfary; if you 


doubt loſs in the one, be ſure to gain in 


the other; for the weak long Cock will 
rife at more Eaſe, and the ſhort ſtrong ; 
Cock will give the ſurer Blow. reel 


Flow 
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to the Pit to move his Fortune. 
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How to prepare Cocks for Fight. 


INCE all Cocks are not caſt in one 
Mold, the Advantages on either Side 


muſt be reconciled by Matching; and 


having made an equal Match as near 


as you can, you muſt thus prepare him to 


fight. r 
FIRST, With a Pair of fine Cock- 
Shears cut all his Main off clofe unto his 


Neck from the Head to the ſetting on 


of the Shoulders: Secondly, clip off all the 
Feathers from the tail-cloſe to kis Rump, 
the redder it appears the better is the 
Cock in Condition. Thirdly, take his 
Wings and ſpread them forth by the 
Length of the firſt riſing Feather, and 
clip the reſt ſlope-wiſe with ſharp Points, 
that in his riſing he may therewith endan- 
ger an Eye of his Adverſary. Fourthly, 
ſcrape, ſmooth, and ſharpen ' his Spurs 
with a Pen-Knife. Fifthly, and laſtly, 
ſee that there be no Feathers on the 
Crown of his Head for his Adverfary to 
take hold of; then with your Spittle, 
moiſtening his Head all over, turn him in- 


How 
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How to order Cocks after Battle, and how 
to cure Wounds. 


HE Battle being ended, immedi- 
ately ſearch your Cock's Wounds, as 

many as you can find; ſack the Blood out 
-of them, then waſh them well with warm 
Urine, and that will keep them from 
rankling ; after this give him a roll. or two 
of your beſt Scouring, and ſo ſtove him 
up as hot as you can for that Night; 
in the Morning, if you find his Head 
ſwelled, you muſt ſuck his Wounds again, 
and bathe them again with warm Urine, 
then take the Powder of Herb Robert; 


and put it into a fine Bag, and pounce his 
Wounds therewith; after this give him a 


Handful of Bread to eat ont of warm 
Urine, and fo put him into the Stove again, 
and let him- not feel the Air till the 
Swelling be fallen. - : figogm | 

Ir he hath received any Hurt in his 


Eye, then take a Leaf or two of right 
Ground Ivy, that which grows in little 


Tufts in the Bottom of Hedges, and hath 
a little rough Leaf; I fay, take this Ivy 
and chew it in your Mouth, and ſpit 
the juice into the Eye of the Cock, and 


this will not only cure the preſent Ma- 


lady, but prevent the Growth of Films, 
Haws, 


<< Trontd F FS ag vo prongs. EE. act Pane . | 
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'Haws, Warts, or the like, deſtructive 
to the Eye-ſight. 

Ir after you have put out your wound- 
ed Cocks to their Walks, and 8 


them a Month or two aſter, if 


about their Head any ſwollen 1 
hard and blackiſh at 1 ** End, you may 
then conclude in ſuch Bunches there are 


unſound Cores, which muſt be opened 


and cruſſi d dut wit your Thumbs; and 
after this, you muſt ſuck: out the Cor- 
ruption, and filling the holes full of freih 
Butter, you need wy doubt a Cure. 


Cures 1 ſome ifempers ; in 4 Coct, Chick, 
A of the Game, 41 


E pip! is a FS thin Scale grow- 


J. 
ing on the Tip of the Tongue, by 


which means Poultery in general cannot 
ſeed ;; it is very viſible to the Eye, and 
8 from foul Feeding or want of 

ater ; it is, cured by ' pulling off the 
Scales with your Nail, and rubbing the 
Tongue with Salt. 

'THE Roop is a filthy Boyl or Swel- 
ling on the Rump of "4 Cock, Hen, &c. 
and will corrupt oy, whole Body. It is 
known by the farin turning back of 
the Feathers. For the Cure, you muſt 
pull away the * and open the 

Sore 
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Sore to thruſt out the Core, then waſh 
the Place with Water and Salt, the Cure 


Te: your Cock or Hen have the Flux, 


which happeneth by eating too much moiſt 


Meat, you may cure them by giving them 
ſcalded Peaſe-bran; but if they cannot 


mate, anoint their Vents, and give them 
* Den 0:53 


Corn ſteep'd in Man's Urine. * 


LICE is a Os EE among 
ood, or 


them, proceeding from corrupt 
for want of Bathing in Sand, Aſhes, or 


the like: This Malady you muſt Cure in 


taking Pepper beaten to Powder, and 
mixing it with warm Water, waſh them 
therewith. If they are troubled with ſore 
Eyes, takiag a Leaf or two of Ground- 
Ivy, and chewing it well in your Mouth, 
ſpit the Juice thereof into their Eyes, and 
it will preſently heal. What other Infir- 
mities are incident to theſe Birds of Game, 
I ' ſhall leave, and their Cures, to your 
own Practice and Obſervation. 826 
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.. VzRSEs upon two. 


ting, 
nd Dr. R. Wild. 9 K 


ocks fs 


4 10, you tame Gallant, you that = 


a Name, 
And would accounted be, Cocks of the Game; 


That have brave Spurs to ſhew for” t, and 


can £r0W,. 


| And count all Dub. Breed that cannot 


ſhow 


Such painted 8 as 5 go urs; E which think't 


no Vice, 
With Cock-like-Luft, 70 treat your Cocka- 
trice. 
Tho Peacocks, Woodaacks,  Weathercocks 
you IG 
If yare not Fighting-Cocks yare ” for me. 
1 of two feather'd Combatants will write; 
And be that means to th Life to expreſs their 
Fight, 
„ make his Tuk the blood which they did | 
ill, 9 
And from their Sing wi ings muſt tale his 


Quill. 


O ſooner were the doubtful People fat; 
The Match made up, and all thas 
would had bet 3 0 
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But ſtrait the Skilful ha of thi play 
Brought. forth their A d . m 


and they _ 
Pere Goth 3 in Linen Bags, a "ere meet 
Before they dy'd, to have A indingeſport. 
Into the Pit they re brought, and being ene 
- Dpon the Stage, the Norfolk Canzicleer | 
Looks ftoutly at his ne er Before ſeen Fe, 
And like a Challenger began to crow, 
And clap bis Wings, as if he would dj lay 
His Warlike Colours, which Wore bI and 
289. 
Mean Time the wary: Wiskich walks and 
breathes © 


His active 505 and ir Arrarbes. 
His comely .Cref, , and ket Gvhen dun, 
He whets bis angry. Beak upon the 
This done they mert, not like _ Coward 


Br Key 5 
I 2 can better br than d: 
Hey os 155 E, *tts # Fas 
To dig for Pearls vz. eur — 
2. by ught ſo nimbly, that tar 5000 @ 
know, 
Ta tb Skilful, whether they FR bt,” or mz 
If that the Blood which 70 fatal Floor, 
Had not bore Wiineſs of t. Yet 3 BE 
more; 
he euch Wound were "but 4 


Fury fihward. . 
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. red, than were their Eyes : was hard 


3 70 know, 

Whether was Blood or Anger made them þ. 

t 82 bad been aut, bad be wee 

f, flood, © 

e More ſafe, by being fenced in with Blood: 
Thus they vy'd Blows ; but yet (alas) of 

lengtb, 

_ their Courage were full try d, ther 


4 Bind began to ebb, You that have 
wy 

A watry Combat on the Sea, N hay 

Two angry, roaring, hoiling Billows, how © 

They march, and meet, and daſh their cur- 

lieu Bryw; 

Saal Like Eraves, as tho they did in- 
tend 


Tino each other &er the Quarrel end; 
But when the Wi 1d 1 is Gown, and bluff ring | 
05 « Weather, 

They are made Friends, and ſweetly run to- 


to gether z © 

5 May think theſe Champions ſucb 3 their 
93 Blood grows low, © 

ug nd they, which leap d before, naw ſearce 


can go 55 
Their Wi Wings, which lately, at each Blow $- 
446 Yo they Gid applaud themſelves) now = 
Fabp d. 

N Aue 
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And having loft th Advantage of the Heel, 
Drunk with each other's Blood, they only 
5 goes: 

From either Eyes ſuch Drops of Blood did fall, 
As if they wept them for their Funeral. 
And yet they fain would fight; they came ſo 
.. near, _ | 
Methought they meant into each other's Ear 
Lo whiſper Wounds, and when they could not 


25 

lay and loot d Blows int each other 
Eyes. 
But now the tragick Part ! After this Fit, 
Aden Norfolk Cock had got the beſt of it. 
And Wisbich lay a dying, ſa that none, 
T ſober, but might venture Sev'n to One; 
Contracting, lite a dying Taper, all | 
His Strength, intending with the Blow to fall, 
He firuggles up, and having taken Wind, 
Ventures a Blow, and firikes the other blind. 
And now poor Norfolk, having loft his Bees, 
Fights only guided by Antipathies : 
Mitb him (alas . the roverh bold. not 
rue, 
The Blows bis 2 yes ue er > law bis Heart ou} 


"At 19 by "RN he fumbled on his Foe, 
Not Paving any Pow'r to 79 4 Blow. 
He falls upon him with his wounded Head, 
And makes his f. 'ror's wings his Fea- 
 ther-Bed - eas 
5 Where 
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FF here lying ick, bis Friends were very 


charie _ 
Of him, and fetch'd in Haſte a Abs; 


But all in vain, his Bady did ſo bliſter, 
That was uncapable of any Glyſter 3, | 


WF herefore, at length, opening his fainting Bill, 
| He call'd a Scriv ner and thus made bis Will. 


Mp primis, Let it never be forgot, 

My Body freely I bequeath to p 01 . 

Decently to be yay and for its Tomb, 

Lei it Buried in ſome hun 72 Womb. 

Executors I will have none, 

But he that on my Side laid Sev'n to One 

A eman that he may 17. 

To him, and to his Heirs, my Comb I 

Together with my Brains, that all may 

That oftentimes his Brains did uſe to crow, 
Item. It is my Fill toth” weaker Ons. 

Mpoſe Wives complain of. them, 1 give my 
Stones ; 

To bim that's dull I do my. Spurs impart ; 

And to the Coward I bequeath my Heart. 

To Ladies that are light, it is my Will, 

My Feathers ſhall be given; and for my Bil | 

Tad giv't a Taylor, but it is ſo ſhort, - 

T, "+ Pm afraid be'll rather curſe me 17 

And for th Apothecaries Fee, who mea 4 : 

To ive me a Glyſter, let my "Rump 'be 75 
Laftly, becauſe 1 feel my Life decay, 

. * and give to Vispich Cock rhe Day. 
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Bri © 0 Body, Body, and wookd would be 


more ade than it is, were it not 
for thoſe Swarms-of Rooks, 1 ſo pe- 
ſter Bowling- Greens, Bares, and Bowling- 
Alteys, — ſich. Places are to he 
found, ſome ' (mall a Spot of 
Ground yield them more * fif⸗ 
958 > wo of ſhalt do elſewhere about - 
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will Wrensle for a Hair's Breadth,, and 
make a Stir where a Straw would end the 


Controverſy. Never did Memick - {rue 
his Body into all the Forms theſe Men do 
theirs; * it is an Article of their Cr 
that the bemdling back of the Body, or 
ſcruing in of their Shoulders, is ſuRcient 
to hinder the Over-ſpeed of the Bowl, 
and that the running after it adds. to. its 
Speed. Though they are skilful in Ground, 
I. Ho not what Grounds they have for 
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Aloud lying, crying; ſonietirhies, the B6#1 
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is gone a Mile, a Mile, Scl when it comes 


mort of the Jack by fx Yards ;/ and on 


the contrary, © „ Short „ ſhort, when 
"he hath: overbowled Las ar. How ſenſſeſs 


Senſe to their Bowis, putting Confidence 
in their Intreaties Lor a good Caſt! It 


is the beſt Diſcovery of 


ſerve fine Variety of Impatience, whilſt 
ſome fret, rail, ſwear, and cavil at every 


theſe Men appear; When they ate ſpeaking | 


umours, eſpe- 
cally in the Lofets} Where — ob . 


Thing, others rejoice and laugh, as if 
"that Fs the ſole Defign of their Creation. 


the 
the World, or the Wo 
„ where moſt are ſhort, « 
1 8 che Ms reſs, © Fortune! "AA 
ere it is as in the Court, where the neareſt 
e eee and ll:Bowls aim 
at che ocher. WEIS > 284 MH '2 E NN 
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